Oi! Thicky gimp! i said 

funny costumes, er, 

Andy? You all right? Uh, 

did I call you a thicky, 

er, sorry. Um, Cripes. 
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tlETER PAN has now grown up, 
far away from NEVERLAND, but his old enemy 
CAPTAIN HOOK has not forgotten and schemes 
his revenge. Kidnapping Peter's children, he A 

lures our hero back to the Island of PIRATES 
Sind"LOST BOYS" for a final confrontation. 
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With the help of TINKERBELL 
the faithful fairy, you take ^ 
on the role of PETER in 
this magical adventure ^ 
fraught with danger a 
and excitement. v 
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ihe^Se got tlie creepiesl bou§e in lo^ii! , 

Bui nol now ihal they've been evicted! 
Vlorlicia, Lurch, (iranny. I'ugslcy 
and Wednesday have gene back to 
Ihcir creepy abode to regain 
possession. 

fhej re the Spookiest famih around! 

"But nol now that they've disappeared! 
As (ionic/ you must lind your loopy 
loved ones in their spooky mansion 
house. 
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But watch out for Tully \IIord - he 
plays mean. Tully is the treacherous 
lawyer inlenl on stealing the family 
lorlune and who has many a dirty 
trick up his sleeve. 
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And you'll be shakin'. rattlin' and 
rollin' when the spikes, monsters 
and ghosts save the last one lor you! 
II you solve the pu/./Jes and lollovv 
the clues you might just save the 
Addams Family so that they can... 

.live lion t|e|pnna lire! 
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TOTAL TALK 

News this month of SNES universal adapters and the 
Super Scope; previews of SNES and NES games; and a 
■ sneaky peek at last month's CES Show in Chicago! 
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TOTAL TACTIX! 

-^ More fabbo tips! 
'^ Super Mario World 
tips for the SNES, 
more Star Wars 
stuff on NES and 
Duck Tales on GB. 
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TOTAL RECALL! 

r— — yv It's that time again. This is the section where we list 
' \ every single game we've ever reviewed and give 
them all a star rating. Why? Well, because the last 
/ j thing we want you to do is cough up £30 odd on a 

™ pile of old cack. Before you buy anything read this. 



LETTERS 

Your questions about all 
things Nintendo answered 
with uninspiring authority by 
those two gimps below. 
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) REVIEWS! 

J The Castlevania 
sagas on NES 
and SNES, the brill 
Super Hunchback and 
Solomon's Club on 
the Game Boy, Die 
"lard on the NES, and 

he Addams Family 
on both NES and 
Game Boy. Phwoar! 
Packed to the flippin' 
hilt or what? 
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ZOWEE! 12 LaserScopes 
up for grabs! 

You can look like a chopper pilot too if 
you win one of our LaserScopes! Not! 
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Someone has to be 
held responsible for 
this rag every month. 
And it's all down to 
this criminally untal- 
ented bunch of 
people. Guilty, m'lud. 

(Words 'n* stuff) 
Number 1 

Steve 'Misery 

Guts' Jarratt 
Number 2 

Andy Thicky' 

Dyer 
Production Editor 

Ceri Vines 
Art (Colours 'n' that) 
Number 1 

Wayne Allen 
Number 2 

Vicky 'Masher' 

Mitchard 
Advertising 
(Er... adverts) 
Ad manager 

Simon 

Whitcombe 



Fast find! 

Use the coloured bars 
on the edge of the 
page to track down 
any section you want. 
They're all listed 
below, so what are 
you waiting for? 
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Huzzah! It's 
the Super 
IMES Winners! 

These are the winners of the 50 Super 
lUESs from Issue 5. The answers were A: 
Super Tennis, B: Rescue:The Embassy 
Mission and C: Asteroids. Quick, quick, 
better start looking for your name. 



Stuart Rollinson, Caithness; Phil 
Broughton, Staines; Mark 
Greenfield, Mitcham; Mark 
Carnduff, Sheerness; Mark 
Tattersall, Doncaster; Andrew 
Smith, Leigh On Sea; Daniel 
Gallucci, Torworth; Gavin 
Bonnie, Banstead; Andrew 
Tolley, Southend; Maira Curbie, 
Hounslow; Mark Turner, 
Norwich; Andrew 
Hollingworth, Slough; Simon 
Stanley, Biggleswade; Douglas 
Siebert, Winchmore Hill; Gavin 
Hayes, Addlestone; Gary Hunt, 
Nuneaton; Paul Baron, Langley; 
Lisa Davidson, B'ham; Lee 
Allison, Twickenham; 
Samantha Wells, Maldon; 
Daniel Minors, Loughborough; 
Craig Lewis, Gillingham; Piers 
Hemsley, Didcot; Rishi Sen, 
Thorton Heath; Lee Harvey, 
Wrexham; Andrew Harrison, 



Joseph Moore, Liverpool; 
Timothy Peacock, 
Finchampstead; Lee Adler, 
Leeds; Jerome Slater, Skegness; 
Kerry Rogers, Midsomer 
Norton; H.J.Davidson, B'ham; 
G. Herbert, Hursell; 
S.Waterbridge, Chelmsford; 
James Sorell, Rochford; Sally 
Isaacson, Sittingboume; Lee 
Mattocks, Liverpool; Mick 
Wyatt, Gravesend; Scott 
Mandry, Balham, Matthew 
Titcombe, Swindon; Robin 
Hodges, Laleham; Caroline 
McGilravy, Worthing; Daniela 
Pead, Tillingham; Christopher 
Chapman, Wakefield; Danny 
Blight, Farnborough; James 
Skelton, Rickmansworth; Neil 
Archibald, Aberdeen; Paul 
Naisbitt, Ramsbottom; Gary 
Ingram, Wisbech; I. Pack, 
Southampton. 



Big congrats to all you winners, but 
don't start ringing us yet - your Super 
Nintendo should be winging its way to 
you in the next couple of weeks. 



The 16-bit version of the NES Zapper gun. 
It's big, it's bad, it's... well, not exactly 
beautiful. The apex of portable gaming 
technology - NOT! 
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What a 'Scope! We 
zap it to you again! 
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Whack-a-mole in Mole Patrol! 




Block-blamming in Blastris! 

Coming soon is the Super Scope - a 
cordless, bazooka-type light-gun 
thing for the SNES. It has six games 
bundled with it, including a light- 
gun version of Tetris, of all things. 
If you fancy having a massive hunk 
of plastic jammed against the side 
of your head in order to play some 
pretty dull looking target games 
you'd be advised to wait until we 
review it next ish. 





Turning Japanese... 



Wanna play Japanese Super 
Famicom games? Try Datel's 
new Universal Adapter for sice. 



Just got your Super NES? Played 
Super Mario World to death and 
looking for a new challenge? 

In that case, you'll probably be 
interested in the unofficial 
adapters that have appeared for 
the SNES that let you play 
American and Japanese imports. 
The snappily titled 'Universal 
Adapter' from Datel Electronics 



weighs in at £20 and we've had 
one in the TOTAL! office for the 
last few weeks. 

We spoke to Mike Connors, 
Managing Director of Datel: "This 
is just a temporary situation," he 
said. "In a couple of months 
Nintendo will get up to speed and 
have as many UK SNES titles as 
there are abroad. 



"Our adapter is just a short 
term solution - we made it as a 
dual adapter to get around that." 
Even if you aren't using grey 
import titles, Datel's device is still 
useful: it acts as a two-game 
adapter, so you can swap between 
two carts at the flick of a switch. 

"We're also doing Nintendo a 
favour," continued Mike. " Some 
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U-Force 'Power Field 
itroller': Stunning virtual 
lity NES controller - or 
sad piece of plastic? 




Going round 
the U-bend 



No, it's not a snack 'n' sandwich 
toaster - it's the U-Force controller, 
which works by sensing the posi- 
tion of your hands in front of and 
above the plastic screens. Honest. 

It claims to be 'the most realistic, 
most responsive controller ever 
created.' Well, so far we've tried it 
with a load of games, and to be 
honest, we'd have had more 
control if we'd worn dark glasses, 
and boxing gloves and yodelled at 
the office NES instead. 

This weird gizmo is available 
from Toys 'R' Us and costs £50. 
We'll have a full report next issue, 
so don't go and lash outy'usryet! 




The decidedly odd U-Force 
comes with a range of equally 
hatstand accessories, like this 
handlebar controller thing. 



here! It's the Charts! 




people don't want to part with 
£150 for the SNES when there are 
so few titles for it. The availability 
of the adapter overcomes that 
resistance to buy." 

Game importers Console 
Concepts also have a similar 
adapter for sale, designed and 
built by Datel Electronics. Steve 
Lowe, top man at Console 
Concepts, reckons that "Nintendo 
keep a stranglehold on where and 
when games are released so that 
when a single title is released, they 



get bigger sales. There'll be a 
massive market for this adapter, as 
gamers here don't want to have to 
wait for Nintendo to release the 
games when they're already avail- 
able in the US. 

"If Nintendo released games in 
quantity and let us have them, 
then we wouldn't have to import 
them. We're just filling a demand." 

Interested? Well tune in next 
month when we'll be testing and 
comparing all the new SNES 
adapters on the market! 




1 Super Mario Land 

TOTAL rating - 94% 

2 Super Kick Off 

TOTAL rating - 77% 

3 Bart Simpson 

TOTAL rating - 92% 

4 Duck Tales 

TOTAL rating - 78% 

5 Bugs Bunny Crazy 
Castle 

TOTAL rating - 43% 

6 Golf 

TOTAL rating - 92% 

7 WWF Superstars 

TOTAL rating -49% 

8 Robocop 

TOTAL rating - 74% 

9 Tennis 

TOTAL rating - 95% 

10 The Amazing 
Spiderman 

TOTAL rating - 68% 



1 Rescue Rangers 

TOTAL rating -81% 

2 Super Mario 
Bros 3 

TOTAL rating - 98% 

3 WWF Challenge 

TOTAL rating - 30% 

4 Super Mario 2 

TOTAL rating - 79% 

5 Donkey Kong 
Classics 

TOTAL rating - 50% 

6 World Cup 

TOTAL rating - Not reviewed 

7 Track And Field 2 

TOTAL rating - Not reviewed 

8 Bart Simpson vs 
the Space Mutants 

TOTAL rating -81% 

9 Star Wars 

TOTAL rating - 88% 

10 Mega Man 2 

TOTAL rating - 83% 
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tion with Penguin. © 1992 ELSPA. 
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Coming soon! 



The key to US happy-WES? 
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The Addams Family (SNES) 
Creepy, ooky, dooky, you know all 
that rubbish by now - yes it's the 
Addams Family, coming soon to 
the SNES. Initial plays promise a 
much better game than the other 
versions we reviewed in this issue. 



Dragon's Lair (SNES) 
Looking absolutely fab is this SNES 
game based on the characters from 
the famous laser-disc arcade game. 
It's a sprawling, multi-level plat- 
former, with stunning graphics and 
gorgeous animation. 




Fed up with 
those games that 



-- — ■ www, ii^iv,: vucil, 

the Gamekey claims to let you 
play over 300 American NES carts 
that aren't available in the U 
We've tried one out with 
some of our US carts and, sadly, it 
doesn't work with all of them. 
Best to check with the suppliers 
for compatibility first if there's a 
specific US game you're after. 

Gamekey costs £25 on its own 
or £40 packaged with a US game 
called Captain Comic - which is 
" go for it. 




I (NES) 

The Simpsons' second outing on 
the NES is an arcade romp with 
loads of mini-games thrown in - 
sliding tile puzzles, quizzes, one- 
armed bandits, that sort of thing. 
It's interesting, but a bit easy, so it 
could be one for your kid brother 
or sister. Review next month for 
sure, dudes. 



■trusty's Fun House (SNES) 
Here's yet another Simpsons game, 
this time on the SNES, and 
featuring Bart's hero, Krusty the 
Clown. The game's a bit like 
Lemmings in reverse, as Krusty 
helps guide fluffy creatures to their 
doom! The game is massive, plays 
well and looks good - for more 
info, check out TOTAL issue 8! 



Handshakes 

all round, 

and a jolly 

Hurrah! to Sara 

Zalewskyj of 

Grimsby who spotted that 
last month's TOTAL Teaser was 

from the NES version of Batman. 
This month's teaser is a Game 
Boy game (no surprise there), but 
which one? It could be anywhere 
in the magazine, so get hunting, 
and you never know, you too 
could be plucked from obscurity 
to star in next month's mag. Send 
your entry to: 




TOTAL Teaser, 

29 Monmouth Street, 

Bath, Awon BA1 2BL 

As ever, we'll be telling you who 
the winner is in next month's 
issue. So get your entry in to us 
by Monday 29 June - or you'll 
win the second prize of zilch. 



Heads up for the LaserScope compo! 




If you enjoy the odd blast on 
your NES Zapper, but yearn 
for more excitement, why 
not try on a LaserScope 
for size? This is a combo 
light-gun/helmet that lets 
you target enemies using a 
clever head-up display. You 
fire at objects by lining up the 
eye-piece and shouting into the 
microphone. Clever stuff. 

As luck would have it, we've got 12 



of these amazing gadgets 
to give away. All you have 
to do is write in and tell 
us what the acronym 
LASER stands for. Easy, 
eh? Well, get your 
answers in (on the back 
of a postcard or sealed 
envelope) to the following 
address: Laser Head Compo, 
TOTAL! 29 Monmouth Street 
Bath, BA1 2BL by Friday 24th July. 




cope enables to guide 
Gumshoe without using your hands! 



Or blast the baddies in Hogan's Alley 
by shouting Blam!' into the mike! 
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JUNE ISSUE 
OUT NOW! 



If you're new to role playing 
this is the game to get - the 
funniest, funnest, most 
accessible and -yes! 
togetherest offering yet. 
Read the full review here! 
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AND NEXT MONTH... 

REVIEWED: WIZKID, SENSIBLE SOCCER, JAGUAR 
XJ220, MYTH, DUNE, LURE OF THE TEMPTRESS AND 
MORE! CELEBRATE THE SUMMER WITH US! 
PLUS! 2 MORE DISKS! JULY ISSUE OUT JUNE 25TH! 
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It's 

a Miracle! 

Dear Thicky and Steve, 

Here are a few questions, so try to 
be sensible for just a few minutes. 
About the Miracle Piano for the NES 
- its a bit pricey at £2.60 isn't it? Is 
there going to be a smaller version 
of the Miracle (a bit cheaper) 
because you can buy a normal 
keyboard with an instruction 
booklet for a reasonable price. 
Knaresborough, North Yorkshire 

Dear Whoever-you-are, 

Well, £2.60 seems awfully reason- 
able to me, but if you actually mean 
£260 then yes, it's a lot of money. 
The thing is, the Miracle isn't just a 
tacky add-on keyboard for the NES. 
It's a pretty stonky machine in its 
own right, with the added bonus of 
being able to link it up to your 
favourite console and use the amaz- 
ingly good tutorial cartridge that 
comes with it. ANDY 



Okay, okay, okay! 
Here we go again with a 
load more of your questions ai 
our pathetic attempts to answer them. 
You'll get bored with asking all these questions soon, you km 
Those of you who STILL have questions to ask, send them to 

this time - we've got much more interesting things we could be 
doing. Honest! 

'Ello, 'ello, Velio. 
PC Mario? 




Thicky gets down to some 
serious sound-making, much 
to the delight of Steve who i: 
very, er, impressed 



Dear Thicky and Steve, 

I would like to congratulate you on 
the best console magazine around. 
Its reviews are the best I have ever 
read - none of the cheap waffle 
you get in other magazines. I have 
a few questions, though, and it 
would give me great pleasure if 
you could answer them. 
™ I have heard some rumours 

that Nintendo have sold some 
of their rights and that some 
educational games starring Mario 
will soon be appearing on the PC. 
Is this true? 

Someone told me that there is 

definitely a converter - 
supposed to be available in 
America - which allows you to play 

games on the Super NES. Is this 

, and if so will it be appearing 

le UK? 

Will there be a light gun for 

* L e Super NES? 

u save all games on the 
Super NES? 
Again, I would be grateful if you 
could answer these few questions. 
Yours Nintendoingly, 
Richard Farnfieid, Ashford 



Dear Richard, 

Yes, it's perfectly true, 
■ although you probably won't 
see Mario in any PC games - 
Nintendo have only given permis- 
sion to use Mario's image in 
educational packages. ANDY 

2 We heard vague rumblings 
about that too. Unfortunately, 
that's all we know, so rather than 
make ludicrous speculations we'll 
just wait until we hear something 
more concrete and let you know 
about it then. STEVE 

There is a light gun for the 
Super NES in America called 
the Super Scope. It comes with a 
cartridge containing six games and 
the gun itself looks like a massive 
space-age bazooka. The good news 
is that it's about to appear over 
here and if you have a quick flick 
to the news pages you can read all 
about it. ANDY 

No, but that's not really a bad 
thing. Whereas SMB4 is a vast 
sprawling game which would 
suffer without a battery back-up, 
Super R-type is such a straightfor- 
ward blaster that it would be 
pointless to include one. STEVE 
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Dear TOTAL, 

I think your mag is brill. . 
a few questions that I ho 
can answer. 
" Can I plug a Nintent 

Amstrad monitor? 

Can you get a keybc 

Game Boy? 

What are the best role-play 

adventures for the NES, SNES 
and Game Boy? 

■ Is there such a thing as a 

- Game Genie? 

_ ■ » j 
Anthony Hopkins, Nuneaton 

P.S. Is Mr Do coming out for the 
Game Boy? If so, when? Club 
Nintendo say it's coming out but 
another rnag says it's already out. 

Dear Anthony, 

.^ No, at least not easily. In fact, 

- rumour has it you can't even 
use Amstrads on an Amstrad 
monitor. ANDY 
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There is a keyboard for the 
fa i Game Boy and it's called the 
Work Boy because it also comes 
with a cart that turns your hand- 
held into a personal electronic 
organiser. Apparently it's coming 
out in America this June so it won't 
appear over here for ages. ANDY 

3 Well, on the Super NES the 
best role-player could well be 
Actraiser. It's not officially available 
in this country, but you can get it 
as a grey import from any 
reputable mail order company. 
There's not a lot in the way of role- 
playing games on the Game Boy 
but you could do worse than to try 
Gargoyle's Quest. STEVE 
■ Oh yes. It should be appearing 
- ' in the shops around the same 
time as you read this and it's 
utterly brilliant. By entering special 
codes (you get a big book full of 
'em with the device) you can do all 
sorts of weird and wonderful 
things to your games like getting 
infinite lives, extra weapons, level 
selects - you can even make the 
enemies faster to give you that 
extra bit of challenge. If you want 
more details try ringing Hornby on 
(0843) 225555. 

Mr Do is definitely coming out but 
we don't have a release date yet. 
Oh yes, and could you possibly 
recommend a nice Chianti as I'm 
having liver for tea? ANDY 
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Dear TOTAL, 

My brother always buys your mag 
and thinks it's great, but I am 
totally different to my brother and 
I think it's a total rip-off! In your 
: ueyou complained about 
ire etc. going up in price 
se of inflation and greed. 
ell, it seems as if you are 
scribing yourself. TOTAL isn't 
orth 50p let alone £2.00! Anyway 
>u only do it for the money, not 
because you want to help SNES, 
NES and Game Boy owners. 

Yes, another complaint! Why do 
you always use swearing? You say 
that you are a professional maga- 
zine, but reading it makes me 
think: 'what a load of immature 
idiots!' I suppose it isn't as bad as 
some other computer mags, which 
have really flown off the handle! 
It seems to me that when you 
get letters saying they liked games 
which you gave an awful review to, 
you won't accept any opinions 



ue 
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Masher Mania 



Dear TOTAL, 

I think Nintendo is brilliant. I don't 
own a Nintendo but I play the NES 
almost every day and I hope to 
get a SNES soon. I have a few 
questions: 

IWhen will Super Wrestle 
Mania be released in Britain? 
•^ Is it any good? 

•^ Has Masher got a boyfriend? 

4 NES vs. Master System - 
which one's better? 
Your mag is brill, dudacious, 
groovesome, dweeb-free, stompa- 
trific, scrummy and utterly triff I 
The TOTAL crew should all have 
haircuts, though. 
Thicky - Your hair is like a rain- 
forest! 

Steve - That single hair on your 
head could do with a trim! 
Vicky - She's perfect! 
Baghead - The top of his bag is 
getting a bit long. 
I hope you print this humble 
effort to praise your magazine. 
Karl Fonzeca, Hayes, Middlesex 
Age 13 



other than your own. Also, you say 
a lot of games are good when they 
are all boring repeats. (Why are 
games so expensive when they only 
cost a few pounds to make?) 

Also, what about the young- 
sters of today who read your 
magazine and think it's normal to 
grow up like you? You never take 
anything seriously. If all children 
under the age of, say, 10 read 
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Steve makes the monumental mistake of asking young Vicky 
about her boyfriend. Several hours later both he and Andy are 
forced to feign death in a sad and desperate attempt to make her 
go away and talk to someone else for the next three days! 



Dear Karl, 

1 Super Wrestle Mania is on its 
way soon. In fact, it should be 
in the shops by the time you get 
to read this. ANDY 

2 Not bad at all. It's tons better 
than any of the other 
wrestling games around. STEVE 

3 Sadly yes. We've sworn 
eternal love for her but all to 
no avail. Her bloke is about 15 
feet tall, plays the saxophone and 
hence has such wonderfully 



TOTAL and took it seriously, within 
a few years we'd have a load of 
bankrupt idiots walking aroun 

I know you won't print or r 
to this letter because it tells readers 
the truth about TOTAL. If you do 
reply, though, be serious - I hate to 
see a fully grown person actir 
a 5-year-old. 

I must admit that Total Recall is 
a good idea as you don't have to 



defined biceps he can literally tear 
your head off as easily as if he was 
removing the wrapper from a Kit 
Kat. Tragic isn't it? ANDY 

40oh, the Master System of 
course! It's got millions upon 
squillions of brilliant games like... 
er... that one with the small blue 
hedgehog, and... erm... there's 
that other one. You know, the 
one that scrolls with weeny 
sprites. Er no, sorry, my mistake. 
The NES is far better. STEVE 



read through a load of stupid 



about gam 




Sally Williams, 
Dear Sail 



ley! You're 
you? If you thin 
sive then fair enough. Bu 
remember, everything you re<_ 
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here is Nintendo-related. Other 
' "~r other systems so you 
as much of the coverage 
r the cost of games, 
most NES carts cost around £40 and 
that's just the way it is. We can't 
possibly slag off any game that 
isn't less than £20 'cos none of 
them are - it would be ridiculous. 
However v\hen we do get a game 
tnat's more than £40, we tend to 

jut reviews. 

iext point. TOTAL is a 
livery, colourful mag and in places 
it could be described as siHj But 
this is. after all, a games mag. 
We're sure that youthful game- 
loving chaps and chapesses are n„. 
only after info, but a bit of a laugh 
too. And besides, if you'd even 
bothered to scratch below the 

beneath all the fun and frivolity 
TOTAL is one of the most informa- 
tive games mags around. It's a 
shame that you find some of the 
language used offensive, but we 
do try our hardest not to offend 
anyone. Time and time again we 
see mags that treat their readers 
like scum - something we always 
try to avoid. It would be interesting 
to hear what you all think, about 
this. Write in and tell us what you 
think of us and how we compare 
to other mags. STEVE 

Dyer's not 



Dear TOTAL, 

Hello. I think TOTAL is great. 
Nintendo is much better than SEGA 
(to be that crap takes ages!). 

I have a Game Boy with Tetris, 
Super Mario Land and Revenge Of 
The Gator for it. Unfortunately, 
although all the games are great 
I'm now bored of them, because I 
got them all at once. I'm currently 
saving up for another game, so 
what do you recommend? 
I have a few queries for you: 

Why don't you have charts for 
games? You could fist them in 
different categories ie. Platform, 
RPG. Puzzlers, Shoot 'Em Ups, 
Snorts, etc. This is a qood We; 



btvo'.e w'-o are vi\ ,v g uo 

for instance). 

Why don't yoo have posters 
like you did in issues 2 and 3. 1 

liked those bet&srtr>«« v- 1 on e s 



cc a 

? bit out on 



Prize letter! 



Take 



advice. 



TOTAL Team, 

I think your mag is the best in the cosmos, but it's not 
perfect. You have missed out some of the vital points 
that turn a good computer mag into a brilliant 
computer mag. Here's my list of ideas in order of 
priority. 

• Charts! Where are they? Make some sharpish. We 
readers like to know what's selling well. 

• Exchange & Mart. We don't have enough mone\ to 
buy every game, you know. With E & M we could get 
hold of cheap second-hand games. 

• Bigger! Bigger! Sigge H You are tne best mag, but 
the other mags I get are bigger and cheaper! 

• Bigger TACT1X section with more screen shots and 
maps. You seem to concentrate on tips for brand new 
names but the majority of us don't own brand new 
games but older ones. 

• Mail order, for more cheap merchandise (and what 
happened to the T-shirts you said you'd start flogging 
in issue 5?) 

• More competitions, 

• Don't section your reviews into SNES, NES and GB. 
Intersperse them throughout the issue- it makes it 
more interesting that way. 

• Have challenges like in Sega Power (I don't own a 
tack} Sega but I read my friend's copy). 

• More colourful - plain white backgrounds are a bit 
boring. 

• More posters - my walls are rather bare at the 



• Bigger news section 



i too small at the moment. 



Now I have some questions for you that I desperately 
need answered. 

Should I buy a Game Boy now or wait for a 

colour one to come out? 

In issue 4 you had a feature on the Zapper but 

i you didn't review Wild Gunman (which i have). 

Why not? 

Can you do a tech spec for the NES and the 

Master System, because me and my friends are 
always arguing over which is better. 
That about covers it. Thank you for reading. 
Scott Bradshaw, Newport, Gwent 

Dear Scott 

The suggestions you made were pretty fab. Some 
have already been implemented (like charts) and 
some will be (like mail order offers). As for the 
others, if people ask for these things in enough 
numbers, we'll do 'em. Oh yes, and although we're 
smaller than other mags, we onl\ do Nintendo stuff 
so we actually give you more relevent info than 
anyone else. STEVE 
4H The colour Game Boy is still in development so it 

won't be here for ages yet. It'll be compatible 
with the old Game Boy games (we hope) so by the 
time it does arrive you'll only have to buy the new 
machine, and not loads of new games as well. STEVE 

2Er... oops! Sorrv - that one slipped through the 
net ANDY 

3 What's the point? We think the NES is the better 
of the two, but as iong as you like your machine 
and the games you can get for it it doesn't matter 
what other people think. STEVE 



Why does everyone put Andy 
- down? 1 think he's charming 

(and cute!) I think he deserves 

some respect, OK? 

I await a reply with interest (as 

Mark Wood said in Issue 5). 

Andy's No .1 Fan (4 months 

old!), London NW9 

Dear No. 1 Fan, 

* Have a look at the news pages 
■ and you'll see that as of this 
very issue we're running the latest 
NES and Game Boy charts. STEVE 
I It all depends on space. We 
i feel that if we have loads of 
software to review, you'd much 
rather see that than a poster. Still, 
if any of you feel strongly in favour 
of them, let us know and we might 
just bring 'em back ANDY 
"" Electronic Arts -the people 
■^sponsible r o r James Pond on 
the Sega - currently have no plans 
to bring the fishy one toJMintendo 
-»ns: STEVE 

eah, right on. I am indeed 
arming, cute, sexy, intelli- 
gent, funny, interesting (and a bit 
smeiiy- Steve). No, no, no! ANDY 



Super 
Sonic? 



Yo! Total, 

Please, please, please will you 
answer niy questions. 

II've heard that a new Simpsons 
game is coming out in June 
It's called Bart Vs The World. Could 
you review it as soon as possible? 

Will your ever sexy mag 
Wm become any bigger 'cos of the 
SNES? Most console mags have far 
more pages in them. 

""' In Issue 4 you said that you 
w0 were doing five Super NES 
reviews were in the mag for the 
SNES. This also happened for NES, 
Why is this? 

" Please stop saying that Sega is 
_ ' tacky. All right, most of the 
games are, but others like Sonic, 
Mickey Mouse, Robocod and a Jew 
others are pretty good. Maybe if 
Sonic was on the NES it wouldn't 
be so easy to complete and it 
would be a cool game (t don't 
believe I just wrote that). 



Ta Vary Much, 
Christopher Morris, I 
Age 11 

Dear Chris, 



Well, there is a game a 
Bart Vs The World comii 
in September, and if you ta 
look at our news pages, 
preview of it. And while y< 
there, you'll find a preview of a 
game called Krusty's Fun House. 
Now in case you didn't know, 
Krusty the clown is one of the 
Simpson characters so if you're a 
bit of a fan this may well be of 
interest. We'll bring you the full 
reviews in our next issue ANDY 
Each month TOTAL gives you 
over 80 pages of Nintendo- 
related stuff whereas the other 
mags on the, market cover Sega, 
Neo-Geo, NEC and all that other 
rubbish. So in effect we always 
have, and always wilt continue to 
give you far, far more Nintendo 
coverage than any other mag. Also, 
expect to see TOTAL go up in si^e, 
soon, when you'll be getting even 
better value for money. STEVE 
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Calls cost 36p (cheap rate) and 48p (at all other times) per minute inc VAT. Please ask permission before you call. Winners will be notified by post at the close of the competition. A winners list or full 
list of rules is available by sending an S.A.E. to: MEGAFONE LTD, Sandylands House, Sandylands, Morecambe, Lanes LA3 1DG. The maximum length of call is approximately five and a half minutes 
which will cost £1.98 at cneap rate. Competitors are required to answer multiple choice questions and give a tiebreak answer 






If I could work out what on 
earth you're talking about I'd 



i prepared to say is I 
, breep' and, 'next time 
writing slower'. ANDY 
All right, all righ + ■ 



will we slag 
lever again voic 
te and utter dis 
jality of 99% of the games 
you can get for it. Nor will we say 
that even the best games like Sonic 
are complete tripe that you could 
inutes if you put 

, so absolute 
y ging ban that 
int at the fact that 
the Mega Drive only has a quarter 
of the colours on screen at once, or 
inferior sound, or smaller sprites, or 
less sprites, or lack of scaling and 
rotation, or, or, or... No, our lips 
are sealed. STEVE 



my dear... 



Yo, Steve and Andy! 

Congratulations on an excellent 
magazine. But aaargh! Ever since 
my wife read your review of Dr 
Franken in Issue 5 she has had me 
scouring the country for it. Is it 
available yet in the UK? If it isn't, 
she is threatening to send me off 
to a Nintendo stockist in Bratislava. 
Please can you check the avail- 
ability of software before you 
produce a review. 
Ta ever so, 
Jonathan Gibbs, Harpenden 

P.S. Do you own a Bratislava 
phrase book that I could borrow? 



Milk man 



Dear Jonathan, 

Oops, sorry. Anyway, we can now 
' hat Dr Franken will be 
ailable in the shops towards the 
id of July. Admittedly, we 

. _ Id _ l_:.i .1.. L..J. I *._! 



vou prefer? Early reviews or 
iews in the same month as 
ne is released? Write in am 
know. STEVE 
As for the phrase book, we h; 
got one. But apparently Steve 
know how to say 'Can you please 
tell me the way to the toupe s' 
in Bratislavian. ANDY 

Home i 
where the 
cart is... 

Dear TOTAL, 

In the summer I will be going to 

America, and I intend buying a 

Game Boy there. Please answer 

these questions: 

jm When I bring the Game Boy 
I home, will it be able to use 

British carts? 

Are the NES carts out there the 
same as they are here, as I plan 

on buying a few there? 

Will you ever get the solution 
to Batman, as I can get to the 

final battle with the Joker but I 

can't beat him. 

Stephen McKevitt, Newry 

Age 13 

Dear Stephen, 

~ A big YES! GB carts are univer- 
sally compatible. STEVE 
i A big NO! They won't work at 
i all (however, there's a UK-to- 
US converter on the way). ANDY 
— i Where have you been? We did 
'that last issue. STEVE 



o rom rom ram... 

Dear Total, 

ve recently heard about Nintendo and Philips working together on 
:OM for the SNES/Famicom. Have you heard anything about this? 
e CD-ROM for the Mega Drive is supposed to be coming out later this 
ar, and is said to have boosted the Mega Drive's sound capabilities to 
le same standard as the SNES (8 channel PCM). How would the SNES CD- 
.OM compare to the MD CD-ROM? 

Could you tell me what Final Fight is like on the SNES? Is it fast and 
iction-packed like the arcade version, or is it like the really sad Amiga 
version where everything moves as slowly as Thunderbirds on TV? I know 
that the SNES has a slow CPU - does the game suffer because of this? I am 
thinking of getting a SNES, but may hesitate to buy one if some of the 
ames suffer as a result of the console having a slow CPU. 
laniel Thomas, Kendal, Cumbria, age 15 
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The Japanese version of Final Fight. It's fast, frantic and fab! 

Dear Daniel, 

As for your first point, it is a little early to say exactly what the SNES CD- 
ROM will be like but if the rumours are to be believed, yes it will enhance 
the SNES's capabilities considerably, and yes it'll blow the Mega Drive CD- 
ROM out of the water. We've sent some of our cronies to a computer 
show over in America so we'll bring you all the latest news from that next 
month. Fab-o-brill! 

SNES Final Fight is a pretty smart version of the coin-op, although it 
does lack the two-player option and you can only play as Cody or Haggar. 
The SNES is a bit of a slowcoach, but judging by the latest games, 
programmers seem to have overcome most speed problems. STEVE 



Dear Thicky, 

I reckon TOTAL is the best thing 
since... ermmmmm... I know, milk 
of magnesia! 

I've got some really tough 
questions for you. I have written 
ree times before so please 
ublish this - 1 need this informa- 
isperateiy. 

urrently own a NES but 
lesperately want a SNES. 
ould you advise me to exchange 
iy NES for a SNES? 
'* ; t worth it? 

w much will the CD-ROM 
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£. 



Is that worth it? 

Will you give Steve a big 

punch in the mouth for me? 

Please send me a goodie or 

two! 

Lots of hugs and kisses, 
Lee Hickman, Nottingham 

Dear Lee, 

* Well, ultimately the choice is 
J yours, and if you do get rid of 
your NES you'll have to start your 
games collection from scratch. But 
the SNES is a pretty remarkable 
machine and if you buy one, I 
doubt very much that you'll be 



disappointed. The choice is yours, 
but if you're unsure go to a SNES 
stockist and ask for a demo - that 
should make your mind up one 
way or t'other. STEVE 



it and see. STEVE 
Rumour has it that it'll be 
below £150. STEVE 
If it is, then yes, it'll be a 
bargain. But as I said, it's 

only a rumour so I'd wait and see 

if I were you. ANDY 

5 THWACK ! Consider it done, 
Lee old boy. ANDY 
^5 Consider it not done. 
(Blinkin' scroungers!) ANI 



/ Coo-eee! 

We like to know 
the ins and outs of 
the cat's, er, litter. 

So if you have 
anything relevant, 
interesting or just 
plain funny to say, 
write to TOTAL, 30 
Monmouth Street, 
V Bath, . 

BA1 2BW / 
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Yo dudes, fancy checking out the 
latest dweeb free zone and saving 
the residents of downtown Jemmerville 
from terminal damage?. 

Only serious gamers will come close 
to hanging out at the top of these 
nice 'n' big towers - each threatening 
to demolish this fine and dandy nation. 

All kinds of dodgy lowlife will be out 
to get you - make the eighth tower and 
if you're not sat on the edge of your seat 
or drowning in a pool of sweat, then check 
your pulse, you're definitely dead!! 

L £ Should be as big a hit as Nebulus 
GB Action. A towering Game Boy title 
and loads of fun C&VG. Looks like being 
an 8 - bit classic Mean Machines. ■ 




SCREENSHOTS FROM NES VERSION 
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Game Boy £24.99 NES £35.99 

THE SALES CURVE LTD., 50 LOMBARD ROAD, 
LONDON. SW1 1 3SU. TEL: 071 585 3308 
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.Nintendo, 



EnTERTRinmenT 

SVSTEm 

GAMEBOY 
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THE SUES CURVE LTD. THE NAMES 
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Yep! everything you ever needed to know 
about the Castlevania chronicles on the 
Super NES 
dc 
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Super Castlevania IV to 

kick off our Belmont-riddled 
Castlevania, we give you the full low-down 
on the Super NES instalment of this classic 
series of games. It features some abso- 
lutely stuning sountracks and visual 
effects, but what about the gameplay? 




Castlevania Here it is! The 
game that started it all. 
Whaddya mean, started what? The classic 
Belmont struggle against the forces of 
evil, the undead and the hideous vampiric 
plots of Count Dracula, of course! Oh for 
gawd's sake, read the review. 
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1 



He's not well, is helif only he'd taken his 



paje appearance on page 48 
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Q*Bert Bouncing 
around big flowery blocks 
was never this much fun. Was it? 
This game is hideously ancient, but 
with the added extras, it's a blinkin' 
must for every Game Boy owner. 
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Sim City Can you imagine how 
' exciting it must be to be in charge 
1 .^•J \i of a whole sprawling metropolis? No? 
•JSVS Z Neither can we, so it's just as well we're 

reviewing Sim City on the Super NES. Build a 
city, extort money and watch it all crumble. 



Super Off Road Okay, so Ivan 
'Iron Man' Stewart's no longer in the 
title, but this particular incarnation of this 
ever-popular game seems to have all the 
features of the original. So why doesn't it 
feel quite right? Turn to page 22 now! 



Rocketeer Did you see the film? 
Fab, wasn't it? So what on earth 
I were the programmers thinking of when they 
„^# translated what was quite an interesting film 
into this airborne atrocity? Dunno, but if you 
_J want to have a good laugh, turn to page 25. 



^O Jackie Chan isn't 

Wm^& he dead? Or was that 
Bruce Lee? Erm, never mind. 

Die Hard John 

McLane gets shirtless 
and footless on page 30. 

1 Castlevania II 

i Wahay! Here we go 
again. Yet more vampire larks. 

^>C Re d October 

hPhP TOTAL goes all Russian 
reviewing a game that's gone 
all wrong. Oh dear! 

Addams Family 

1 Spooky, ooky, cooky 
and... oh dear, a bit crap! 




Addams Family 

Sigh, do I really have 
to go through all that creepy, 
ooky, cooky crap again? Oh all 
right, Gomez tromps around the 
family home yet again. Only this 
time there's not a lot going on. 



Castlevania III 

Oh, not again. Simon 
Belmont's third cousin, twice 
removed does the business. Er... 

Galaxy 5000 

■ -^^ Futuristic race fun... 
possibly. Aching thumbs ahoy, 
but this is a quite good laugh. 

Wizards & 
Warriors III 

Knight goes on mission to solve 
lots of puzzles when he could 
stay at home with a video. 

Sword Master 

r Looks nice but this is 
not what it seems. A tedious 
hack 'em up and no mistake. 



Super 
Hunchback a 

revamped classic. It's fab, fab, 
um, fab, fab and, er, fab! 

Pacman Old timers 
will love this, but it's 
really showing its age. 

Centipede Yet 

another old game, but 
this one's got more gumption. 

Missile 
_■' Command save 

large cities from disaster. Wow! 

Solomon's Club 

Never heard of it? 
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The room's spinning round! (And I ain't touched a drop) 

The Super NES's Mode 7 effects are used to their full in level four, where you find that Dracula's castle whips up a few storms! 



I 
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Level four kicks off with 
some standard skel lie- 
bashing, platform-jumping. 






tjT~ 




2 Then all of a sudden you're 
faced with this long- 
tongued skellie-head baddie! 



*& The next room starts to 

IK 

■-■-"■""' rotate, so you have to whip 
onto that ring and dangle. 



Drop off onto the platform 
- " and slash up the nasty 
heads that come whizzing in! 




The room rotates another g* The next room whirls ■■ The next bit is a mad dash 

90 - hang on until some -L? around you (like you're £ though huge sliding blocks, 

platforms appear from the wall, inside a spinning tube). Wurgh! which threaten to crush you. 



And the final guardian 15 
another Mode 7 monster, 
who shrinks when you hit him! 



1 



.AVER 
ENEMY 



OOOflCOOO! 



1 I 3rt3 ! 



He's gone and tangled 
me flippin' whip now! 

Oi you two! Stop 
messing about or I'll 
send you back home! 






P ■'- «. , 




;'s plummet city! 



or several generations now (on the NES 
and Game Boy), the Belmont family have 
been fighting Dracula and his forces of 
darkness. Now, the latest chapter in the Belmont 
vs Dracula saga comes to the SNES. 

Once again old fanghead must be destroyed 
or you'll be banished to the land of the undead 
forever - or something equally sinister. Best get a 
move on, I s'pose. 

You start the game by entering your name 
(although you can leave it blank if you can't 
remember your name like Thicky) and you can 
continue the game from a certain point by 
entering a graphic code (keep a look out for these 
in a future TOTAL Tactix!). 

The Option mode allows you to assign any fire 

button to any action, which is handy if you find the 

pre-set options a bit cumbersome. 

Option also gives you 

the, er, option of 

hearing the 

background 

I music, most 

of which is 

really stonking, 
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collect power-ups and even use them to cross gaping chasms. Of c 

out, mid-swing, you're doomed! 



""" ""'i tnings with them, 
ourse, if the batteries run 



I 



1 



For Super IUES (1 player) 

believe me. Imagine a really doom-iaden pop 
group with a bank of MIDI synthesisers on a stage 
full of dry ice and you're getting the picture. 



From Konami 



Price £50 



r ig, running and climbing the 
odd staircase (in fact, most of 
Dracuia's castle is odd). 

As in previous adven- 
tures, your Belmont blokey 
thrashes a mean whip in his 
battle against the ghastly and 
very toothy Count Dracula as well as his massed 
hordes of skeletal minions. 

These boney foes are defeated by repeatedly 
giving them a taste of your whip, which you can 
power up by collecting the whip symbols. The basic 
leather thong you start with can be transformed 
into a chain whip and then an even longer chain 
whip (ker-snap! Yowl). And young Belmont is a 
dab hand with it too: he can lash it in the eight 
joypad directions, or let it dangle and flick it 
around - you'll get the idea when you play. 

As you move through the castle and its grounds 



The restart points are annoying* 

far apart. While the scenery 

changes! the whippy action stays 

much the same 



you can whip objects like the candle holders to 
reveal lots of useful things like extra energy, 
power-ups, all that sort of stuff. But more impor- 
tantly, you can use the whip to perform Indiana 
Jones-style swings from platform 
to platform. Impressive! 

On any other machine 
Castlevania IV would be a 
fairly ho-hum all-action 
platform game, but the extra 
dimensions of the powerful sound- 
track and gorgeous graphics elevate this above 
the ordinary. It does have its faults: there's some 
nasty slow-down - even on screens which aren't 
that busy; the restart points are just a bit too far 
apart; and the gameplay is patchy - some scenes 
are vile and others are a total breeze. 

There's a hell of a lot of game here and most 
players will enjoy plodding through Drac's home, 
slashing up the opposition. But if you've played 
the NES versions to death, you may | 
find yourself wanting a bit more 
from this latest episode. STEVE 



What's this? The mad Belmont is whipp. 
the wall! But don't worry: he's not a loon, 
he's just opening up a secret passageway... 



l '-.'.jjw 
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... Which leads to an equally secret cavern 
filled with all manner of goodies. Keep i 
look out for others in the game! 



Looks «■■■■■«■■■ 

■ Looks like a dream, and a bad one at 
that. Dark, spooky, bags of atmosphere 

Sounds ■■■■»■■■■■ 

■ One of the best soundtracks since 
records were kept, and I keep all mine 

Gameplay WlMMMMMMMMM 

■ A tad samey all the way through 
perhaps, but such fun you hardly notice 

Lifespan WMMMMMM9MM. 

■ Defeating Drac may not take you too 
long, but you'll stick with it until you do 




A pretty fine swing 'n' 
slice 'em up, with impres- 
sive sound and graphics. 
Not really much of an 

improvement over 
Castlevania 3, though 
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i think building a city from scratch is tough, you ought to try 




im City is a true video game classic. First 
seen on 1 6-bit computers a few years ago, 
it was one of the most original ideas ever. 
Like all good ideas, it's a very simple concept - 
you start with a big plot of empty land, and your 
job is to build a city on it. You can't just go slapping 
buildings down willy-nilly, though - as in real life 
you have a limited amount of money to start with, 
and to continue building you have to levy taxes on 



the people who move into your city. And if you 
over-tax them, or fail to provide enough services 
and amenities to make their lives bearable, they'll 
leave town, and your metropolis will fall into disre- 
pair and eventually become an uninhabited slum. 
That's the basic plot, but what it doesn't tell you 
is that Sim City is one of the most compulsive 
games you'll ever play. The lives of your citizens 
take such a hold on you that you become obsessed 




For 

with keeping your population happy, and feel 
personally hurt if you become unpopular and your 
residents desert you for greener pastures. (You 

can call up your approval rating at any time). 

And you find that you just can't stop building 

-just one more industrial park or sports stadium 

before you quit and then, of course, you might 
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From 



Price 



y imp 



as well build a few more houses ^^^^^^^^^^^ you can also become a hero in times of 
for all the new citizens ^^^ VI crisis, as your city is beset by aero- 

you've attracted, and j± huae j^b^^^ plane crashes, hurricanes and 

obviously a commercial Totall u & V, ""*' , ''"'nensr - ^^^^ attack 



V Absorbing siuH "*"*** 
f yo«--.m aginaiy m c ^ e ' 



zone for them to spend 

their money in, and new 

roads to connect all these new 

constructions... and so on. Soon you'll 

find that six hours have passed and you're still 

going (although you can save your city to battery 

back-up memory at any time). 

But if this isn't enough for you, why not 
try your hand at coping with 
disaster? Yes, in your 
simulated city 



they used to oe 



from gigantic 

monsters! You can't 

control these events, but 

it's up to you to minimise 

the damage and then rebuild 

(a bit like being the mayor of Los 

Angeles, in fact!) 

And there's more - much, much more. But I 

just haven't got enough space to tell you about it 

all. Let's just say that this is one of L 

the best games there's ever been in | I M 

the entire history of the world 
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ong other things. As you can see, I 
And those are my initial 



a cosy little pla 
rees. Ho, ho, ho! 




gift* 




Trans. Fund * 411 

Pofics Fund * 300 

Fire Fund s> lOO 

Previous Funds 
Taxes Col leered 
Special Income 
CiTy Expenditures 

CurrenT Funds 



t rip off your citizens 




Looks ■■■■■■■■■■ 

■ Fairly basic building-block style, but 
beautifully executed and well atmospheric 

Sounds ■■■■■■■■■■ 

■ Gentle music twitters away inoffen- 
sively, but - aargh! - you can't turn it off! 

Cameplay «■■■■■■■■■■ 

S Absolutely fabulous. Not actually all 
that complicated, but unputdownable 

Lifespan ■■■■'■■«««■ 

■ Eternal - but one mark off for only 
being able to save two cities 




Possibly the best £45 

you'll ever spend. If 

you've ever wanted to 

play God, all your dreams 

can come true right here. 

Utterly, utterly brilliant 



r\ 
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** 20,000 



It's the start of the race, but the guy in the 
corner's had enough and decided to shoot 
himself. Hey, the game's not that bad! 



Who's that struggling in last place in the 
red truck? Yes, it's Steve practising three 
point turns for his thirtieth driving test. 



The race over, the unfortunate drivers are 

attacked by a trie of deformed bimbos 

who've escaped from Baywatch. Aaagh! 




Soup up your truck at this convenient track- 
side emporium. Unfortunately there are no 
'My other car's a Ferrari' stickers available. 



ig trucks are usually more at home chug- 
ging across some yokel's field, but over 
in America they race 'em, apparently. And 
in Super Off Road you can race to your heart's 
content around 16 courses full of mud, puddles 





and complete psychos in other big trucks. You race 
over four laps with three other truck-fanciers for a 
prize of stonking mounds of dosh. Finish in the 
top three and you can go on to the next race. 
On the surface, Super Off Road seems to have 



<3> TOYOTA 




Here's a typical race on one of the sixteen courses in Super Off Road. The trucks have to 
jump between the flags, across the main straight. There's a short cut over the bumps at the 
top left, or you can go -Hie long way round and collect the bag of cash. 



ForSMES (1-2 players) 

everything going for it — great rock soundtrack 
with funky guitar riff, slick looking graphics and 
some fancy bits in the attract sequence. The racing 
looks pretty nifty as well, as the marshall waves you 
off and the little cars bob around the track. 

It's when you begin playing, 
however, that the prob- 
lems begin to show. The 
cars that you drive are 
a bit wimpish 
compared to their 
computer opponents. 
They can bash right into 
you and not feel a thing, 
whilst your car careers all over the 
place if you even look at an obstacle! 

Despite this, once you get the hang of driving 
the sluggish cars around it becomes quite easy to 
leave your opponents eating nitro. When you start 
winning you can splash out on souping-up your 
car - you could buy some new tyres, increase your 
top speed (and even get 
some fluffy dice). 
Flash kit fitted, 
all that's left for 
you to master is 
the different 
racetracks. The 
trouble is that 
some of the tracks are 
so easy that you'll be able to 
lap the other cars making rude gestures as you 
pass them, while others are so tough that your 
rivals will make you look as thick as Thicky at the 



tracks it's all a bit samey. 

Computer cars cheese 

you off and your cars are 

too weedy 
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Yeaaaah! Steve's won the race - just like 
Nigel Mansell, only without the naff mous- 
tache and with considerably less hair. 



The git in the white truck's in the lead 
again, as Steve spins wildly around after 
hitting a particularly awkward tuft of grass. 



Hills and spills! Two laps to go. and the 
cunning and resourceful Steve takes a short 
cut to try to catch the leader. 





From Tradewest 



Price £42 (American Grey Import) 



annual Thick-as-Pig's-Muck Compo. 

There's not a lot more than that to Super Off 
Road. The basic race game is fun enough and quite 
easy to play, but it's frustrating when the computer 



drivers cruise round as if on a motorway. Having 
two players increases the fun but 
even then the flaws in the game 
soon cheese you off. STEVE 



LH3 





Looks BBBBBBBBHB 

■ The cars look good, and there are some 
flashy extras, but on the whole average 



Sounds 



!lt IIHBII.I1 II 



■ Pumping rock intra, and perky little 
tunes for every screen and racetrack 

Cameplay ■■■■■■■■■■ 

■ Good fun on occasion but can become 
frustrating and pretty repetitive 

Lifespan flBBBBBBBBB 

■ If you've got no friends it'll soon run 
out of fuel, but with mates it'll last longer 




Okayish race game, which 

is only really any good in 

a head-to-head (and even 

then it can get pretty 

tedious). Fuel-injected 

fun? I think not! 



Shop till you drop! Take your pick from all these goodies: nitros are useful if you drop 
behind; tyres help your turning; shocks give you a smoother ride; and acceleration and top 
speed beef up your performance. It's all pretty pricey though, so you'd better get winning! 
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SULLIVAN BLUTH PRESENTS 



►Ty> 



TMJ 
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Over the last six years, millions of people 

have played an ELITE computer game 

you may have played one! 

ELITE are now producing Game Packs for 

the world's leading video game systems, 

NINTENDO of course and our first two 

games are on sale now! ... Dragon's Lair 

and Dragon's Lair The Legend. Later this 

year many more games for the NINTENDO 

video game systems will be launched by 

ELITE. 

Write to us now, using the freepost address below 

(you do not require a stamp), please include your age 

and which system you own, and we will send you our 

latest literature. 



■ •,- „- NiM 



East Corporation Joe & 
Mac - Caveman Ninp 

*"*" "aslare Nintendo*. Super 

; ol Data East Nintendo Entertainment 

Corporation Used under System' the Nintendo 

licence Developed by I 



Molivetime Ltd 
Nintendo ', Super 
Nintendo Entertainment 
System", the "' ' " 



ELITE SYSTEMS LIMITED 
FREEPOST, Aldridge, Walsall, England, WS9 8BR 




A DIVISIONOF PC. ENGINE SUPPLIES 



The Village 




XARDION 


41.00 


Newcastle-under-Lyme 




RUSHING BEAT 


41.00 


Staffs ST5 1QB 


) 


FINAL FIGHT GUY 


60.00 


Telephone (0782) 71275! 


WE ALSO STOCK 




Fax:(0782) 714379 




MEGADRIVE GAMEBOY PC 


USA SNES GAMES, 




ENGINE LYNX 
CONSOLES + GAMES 


UK SNES OWNERS PLAY 
MOST IMPORT USA/JAP 


CYBER FORMULA 




GAMES ON YOUR SNES WITH 


RACING 


45.00 


OUR UK TO USA CARTRIDGE 


SMASH TV 


45.00 


CONVERTOR (HIGH QUALITY 
CASED) £24.99 OR WITH 


SUPER VALIS IV 


49.00 


RUSHING BEAT (JAP) £50 FOR 


RAMNA1/2 


49.00 


COMPLETE LIST OF GAMES 


STREETFIGHTER II 


CALL 


PLEASE CALL 




MAGIC SWORD 
NOSEFERATU 


CALL 


ACTFIAISER 




CALL 


CASTLEVANIA 4 




AXELAY 


CALL 


F-ZERO 




GUNFORCE 


CALL 


FINAL FANTASY IV £49.00 


PARODIUS 


CALL 


HOME ALONE 




BATTLETOADS 


CALL 


PILOT WINGS 




PRINCE OF PERSIA 


CALL 


SIM CITY 




STG 


35.00 


GHOULS + GHOSTS 




ROCKETEER 


45.00 


SUPER TENNIS 




THUNDER SPIRITS 


25.00 


RIVAL TURF 




SUPER EDF 


25.00 


PEBBLE BEACH GOLF 




BIG RUN 


25.00 


SPRIGAN II 




POPULOUS 


25.00 


FORMATION SOCCER 




DODGE BALL 


25.00 


ADDAMS FAMILY 




SUPER PRO SOCCER 


25.00 


SMASH TV 




NEW TITLES ARRIVING 


FINAL FIGHT 




DAILY 




WWF WRESTLING 








CONTRA 3 




GAMEBOY 




SUPER OFF ROAD 




KUNG FU MASTER 


10.00 


MYSTICAL NINJA 




PRINCE OF PERSIA 


22.00 


ZELDA £60.00 




TINY TOONS 


24.00 


ALL £45 UNLESS STATED. 


STAR TREK 


24.00 






ASTEROIDS 


24.00 


JAP FAMICOM GAMES 




MISSILE COMMAND 


24.00 


BATTLE BLAZE 


49.0C 


STAR SAVER 


24.00 


WORLD BOXING 


49.0C 


ADVENTURE ISLAND 


24.00 


SUPER ALESTE 


49.0C 


GRADIUS II 


24.00 


MUSYA 


49.0C 


* THE SIMPSONS 


24.00 


F1 GRAND PRIX 


49.0C 


WWF WRESTLING 


24.00 


SUPER CUP SOCCER 


49.0C 


BEETLEJUICE 


24.00 


BATTLE GRAND PRIX 


49.0C 


MEGAMAN II 


24.00 


ADVENTURE ISLAND 


41.0C 


I TERMINATOR II 


24.00 


F1 EXHAUST HEAT 


49.0C 


I TURLES II 


24.00. 




SUPER RAIDEN 
SUPER CONTRA 
TOP RACER 



35.00 
49.00 
49.00 



SNES, NINTENDO, 

FAMICOM, GAMEBOY, 

LYNX, PC ENGINE, SEGA, 

MEGADRIVE AND THEIR 

LOGOS ARE REGISTERED 

TRADEMARKS OF THEIR 

RESPECTIVE COMPANIES 

AND WE ARE NOT 

RELATED OR ENDORSED 

BY THEM. WE RESERVE 

THE RIGHT TO ALTER 

PRICES WITHOUT 

NOTIFICATION. 



For Super Famicom (1-2 pliers) 



FromJfft Copt-r^ 1 % ice £45 (Grey Import) 
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The Nazis have got The Rocketeer trapped in 
the aircraft hangar. It's a fight to the death 
and the future of the world is at stake. 




ROCKETS m 



b ^3SxF 



decei 



ving. 




That's you in the yellow plane, that is. Don't 
bother about flying - just drive the plane 
around on the ground and you'll still win. 

Set in the 1930s, The Rocketeer pits you, 
lone hero Captain Cliff, against the hordes 
of Nazi Germany. A few 'famous' scenes 
from the film have been turned into little sub- 
games making a complete 'movie 
for you to play in the comfort ^^^ 

of your own home. ... boring a nd 9 en T 3 . ^* 

The Rocketeer looks Simpl.sU c, b org ^^ ^ , t 

pretty but falls flat on its bad ..^,t too. which is probably 

face straight away with the 



unplayable first game - the air 



quickly too. 

just as well 



You only have a limited amount of time to 
dodge their fire, and collect the power ups 
that appear in the rafters. 

races. Your plane is nicely 
animated and the 
l^ airfield looks good, 
& but the trouble is 
that no matter 
what you do it 
seems to have abso- 
lutely no effect on the race. 
You can even taxi around on the ground for the 
entire race and still have a chance of winning! 

Although tagged together with some excel- 
lent comic book shots, the mini-games really are 
desperately bad. Once past the ridiculous first 
section, it's onto a very average gunfight in a 
hangar with an army of Nazi agents who suddenly 
appear from nowhere. Although these are just 
the opening stages, the next two are basically 
more of the same. After that, Rocketeer flies off 
into the skies to take on the Luftwaffe in a series 
of similarly unimpressive shoot 'em ups. 
You could finish this in a 
few goes if you don't fall 
asleep at your SNES. This 
game's a real loser - don't 
even think W 
about buying I 



this one. ANDY 






ffltj 



The Adventures of the 




Finding his jet pack suddenly out of fashion. 
Cliff decides to take on the Hun menace in a 
giant gherkin-shaped flying thing. 



Sporting his comedy helrr 
purs, Cap'n Cliff is surprist 
population of Germany c 




I ' e ■ o ■ vi 




Looks MMmmnmMMmM, 

■ Nice comic pages, some fabbo clouds; 
sprites aren't that bad either 



Sounds 



II !■!■■■ H R1LK 



■ Vaguely thirties sounding tunes. Spot FX 
only average 

Gameplay lBiHlllfiKKBB.ftB 

■ Basic with a capital B. Games need no 
skill whatsoever - hit *n* hope stuff really 

Lifespan igglllllgg 

■ It won't take you long to finish, even if 
you can be bothered 




*^3S* -■»<(? 



Dreadful. Despite the nice 

pictures, this one's a 

complete dodo. 

Repetitive non-starter of 

a game that's really awful 

to play 
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For NES (1 player) 



From First Star Software 



Price £30 



Get hip to the whip 




Your flying shuriken 
brings death to all it 
touches. See - you've 
killed everything! 



Hint: this is a gap 
between two platforms 
and you have to jump it. 
Better master this one 
as it's in all Castlevania 
games. What's more, it 
doesn't get any easier. 






Ip f 
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Pick up this flashing 
number two and you'll 
get double points for 
your kills! 

A knight in shining 
armour - only he's not 
yours. Stay away or he'll 
pummel you senseless. 

This little black shape is 
a weeny bat waiting to 
flap down at you. 



Don't walk back towards 
the door! You're 
supposed to go up the 
stairs, dummy. 



| he much put-upon land of Transylvania is 
being terrorized again by that evil Count 
Dracula. Every night the Prince of Darkness 
roams the land, hunting for blood. The oniy hope 
for the poor peasant folk are the Belmonts, a 



family of vampire hunters. Now, families of bakers, 
butchers, even chiropodists I can understand, but 
what sort of sick family wants to kill vampires? 
Well, the Belmonts, that's who. And it's the 
youngest of the clan, Simon, who now has the 



task of killing Fangface. 

Simon may have a bit of a wimpish name for a 
hero, but he's sensible enough to take precau- 
tions before going anywhere dangerous. 
Pooh-poohing the traditional garlic-and-wooden- 



L J * w 



w 






All smiley for the readers, 
eh? Well, you carry on with 
the 'Take that {crack!), bug- 
eyed monster!' business 
when they've gone and 
you're history mate! 




This map of Dracula's castle appears after you destroy one of the giant monsters that crop up every three levels or so. It doesn't really do 
very much, you can't choose which way to go or anything like that, but it looks quite pretty, doesn't it? Yes? No? Oh please yourselves! 
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A big, ftl* 1 **^ 1 



stake approach, our hero carries a stout leather 
whip, and jolly snappy it is too. 

On his way to the big Count himself Simon has 
to make his way through the platform stages of 
the castle fighting off the skeletons, panthers, 
knights, flying heads and other assorted nasties 
he encounters. Every so often he faces a giant 
monster who blocks the exit to the stage and has 
to be soundly whipped into submission. Bonuses 
can be collected by whipping the baddies and the 
candles that light the castle. By picking up the 
right bonuses Simon gets a spiky ball 'n' chain, 
axes and swords for throwing, magic 
potions and money bags. 

Castlevania is a fairly 
simple platformer and the 
gameplay is nothing 
particularly new - not 
really surprising considering 



Snakes alive! Or undead, in this case. Keep 
leaping the bony Boa's shots or you'll wind 
up reptile fodder pretty quickly. 



SC0RE-004S00 TIME OJL&fe 

PLOVER :::' 0O0BO00O 

ENEMV lUiHUMBOODOO . 




| 

fWK» no , tsW 



Oh no! It's the qiant swooping bat at the 
end of stage three. Still, lob yer axe at him 
a few times and he won't last very long. 

that the game was first released in 1988. The first 
few levels are all a bit samey and even the first 
big baddie - a giant bat - doesn't offer much in the 
way of excitement. 

Another gripe I have with the game is that 

when Simon pops his clogs he has to return to the 

beginning of the stage - a bit irritating really, 

especially when you die on a later bit 

of the stage. After an hour of 

playing through the same 

few stages without making 

any significant progress it 

goes beyond challenging 

and simply becomes annoying. 

This, along with the sometimes 



■ A bit boring at first, but once on the 
higher levels it gets better 

Sounds ■■■■■■■■■■ 

■ An ordinary theme and ordinary FX. 
Fairly ordinary all round, really 



Gameplay 



a Challenging but sometimes frustrating. 
Good fun if you get the hang of it 

Lifespan ■■■■■■■■■■ 

■ Difficult sections and tough guardians 
mean you'll be playing this for a while 



Good game, but the lack 
of variety in scenery and 
action may not impress 
you enough to compen- 
sate for niggles in the 
gameplay 




JrfBgJjgjjpgjI 




awkward controls - if you're on the stairs you can't 
jump or whip - does tend to spoil an otherwise 
quite playable game. 

On later stages the graphics are much more 
interesting than the simple dungeons you find at 
the beginning. Zombies, bats, mummies and 
gorgons all strut their funky stuff, but the basic 
game remains the same - playable but frustrating. 

You'll probably get a lot of fun out of 
Castlevania if you stick at it, but [■ 
the sight flaws spoil what could \ 
have been a great game. STEVE " 




At the end of stage six this stone head 
es to life and you have to beat it in 
ir to move onto the next stage. 



The head bounces about and then fires a 
snake along the ground at you. Jump this 
and whip it before it does it again. 



If the head moves towards you, try to 
leap over it and then carry on as before 
continue like this and it'll soon be dead! 
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Ding-dong, merrily on high - cloud-hopping with Chan 



$••*•• 81 I O " X: 



This little bell-type gadget hovering in 
mid-air is actually a bonus round. Jump 
up and collect the bell... 
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... And Jackie is met by his wizardy chum In this auto-scroll section, Jackie jumps 
who transports him through space, er, on on clouds to earn bonus points, which 
a cloud (darn clever, these orientals). are used to buy power-ups and lives. 




1 



TION KUNG FU 



A 



is getting in his quest, 
-style map pops up 
between levels. Erm... pretty isn't it? 



h\ Nyah! Chee-ooo-wah! (ouch!) Ah 
kie Chan and his twin sister 
r .Jne have been attacked by The 
a hiss!), and Jo has been 
captured. You know how it is - 
you're just wandering 
along past the Great 
Wall of China and 
whammo! Some blimmin 1 



KUNCFU 
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T 



im 






throughout 



martial-artist with magical powers comes along, 
zaps you with a lightning bolt and nicks your sis. 
Teh , blimmin' typical (happens to me all the time). 
At first it seems that Jackie's 
primary weapon is having a 
bigger head than any of 
' the other sprites, but 
that's just funny rather 
than dangerous. In fact 
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Why is Jackie about to punch this fellow's lights out? Is it because I dunno why Chan-blokey's grinning like a dolt - he's about to get 

he's an enemy warrior? No - it's because he's got a vile moustache. his internal organs ripped out by a ruddy great sprite-eating tiger. 
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is is another auto-scroll section w~ 
Jackie is forced to leap from pillar to plat- 
orm, kick baddies and keep his bum away 
>m those nasty spikes down below! 
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Jackie has few weapons at his disposal at the start 
of the game, just a punch, kick, psycho wave and 
crouch. But as he moves along he gets bonus 
weapons from Item Frogs (eh?), which when kicked 
or punched (cruelty!) present him with Special 
Attack Mode items. 

The psycho wave is a special attack move where 
you hold the fire button to store up a powerful 
blast of psycho energy. This is handy for shooting 
at enemies you don't want to get too close to, 
such as the tigers and the end-of-levei guardians. 

The Special Attack Mode items give you a 
choice of moves and spin kicks, 
all of which are acti- 
vated by pressing 
up when shooting, 
Despite this impres- 
sive arsenal, however, 
It's all pretty routine stuff. 
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I thought Buddha's were supposed to be guardians of peace and tran- 
quility! Still, a few spin-kicks to the head should see him off. 

For IUES (1 player) 
From Hudson Soft 
Price £43 
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Oh dear. Jackie suddenly realises the futility 
of all this violence and falls to his knees, 
sobbing. It's not easy being a hero, y'know. 

as you jump, hop and skip your way through the 
levels in search of your sis. However, there are one 
or two suprises along the way, and there's 
just enough variety in the visuals, 
; attackers and gameplay to 



warrant at 
least a second 
look. ANDY 
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Looks 

■ Graphics are pretty spiff y, especially the 
Jackie sprite which is nice and big 

Sounds ■■■■■■■■■■ 

■ Fine - bouncy oriental ditties backed up 
by some decent spot effects 



Gameplay ■■■■■■■■■■ 

■ Fun jump 'n' kick gameplay, but it's not 
exactly thrilling and it gets repeptitive 

Life span ■ '■ ;■ <;■ ■ V '■ ■ '■ «■ 

■ Big and tough, but before long you'll be 
looking elsewhere for your kicks 



A smooth, smart looking 
game, but a bit light on 
the beat 'em up action. 

Better suited to the 

younger Bruce Lee's out 

there, p'raps 







E 






Oh no! The purple lollipop man of doom! 
Luckily JC is schooled in the highway code. 



In true kung-fu movie fashion, Jackie 
performs a spin kick in (very) slow motion. 




■fiffALl J b:uz Sayan J July 1992 



± 




at realistic sight effect in full - hide 
=hind this wall and the rest of the floor 
disappears from view. But what are you 
hiding from? Is there a Hans in the room? 




or IMES (1 player) From Activision Price Dunno yet 



ell, one thing's for sure - this is the 
best game I've ever played that's got 
separate energy levels for your body 
your feet. Probably. 

lie Hard is a movie licence game, but one 
which takes the revolutionary approach of actually 
trying to simulate the movie rather than just 
sticking a few character sprites into the usual plat- 
form shoot 'em up format. Play takes place in a 
huge skyscraper which has been captured by terror- 
ists after the valuable goodies contained in the 
vaults. The bad guys have also taken a number of 
hostages, including the wife of our hero John 
McLane, who therefore decides that some extreme 
violence is in order (basically). 

You control John as he rummages around the 
near-deserted office block, trying to slaughter all 
the baddies before they break through the six 
locks of the vaults. Interestingly, although the 
game has a typical 
Gauntlet-style over- 
head viewpoint, you 
have a realistic view 
of proceedings - any 
bits of the rooms 
which are behind 



real life appear black on the screen, only to be 
revealed when you move into a position from 
which you could really see their contents. This 
gives the game real suspense and authentically 
reflects the atmosphere of the movie, as you just 
don't know what's around the next corner until 
you walk into it. 

As in the flick, McLane is creeping around the 
building barefoot, so stepping on the broken glass 
which often litters the floor (especially if you go 
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Ah, no But plenty of his goons are. Gulp! 



Very atmospheric, 

and a little bit 

different to the 

norm. You really do 

feel under pressure 

as time ticks away 



alls and would be 
ivisible to you in 



McLane wreaks some gratuitous havoc in 
the plush dining room. Just don't do what I 
did and walk through the window after 
you've shot it to bits - it's a long way to the 
ground (several dozen storeys in fact). 



Duct tales... a sad little story about pipe-crawling 
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Wandering through the maze-like 
corridors of one of the floors, John 
stumbles across a flashing grille. What 
could it possibly mean, I wonder? 



Aha! Now our hero can crawl along 
the air ducts undetected, creeping 
stealthily from level to level completely 
avoiding any nasty crims in the process. 



Oh no! Rumbled! You're a sitting duck 
av in there, so get back out into the open 
quickly. These dudes are more intelligent 
than I thought. 
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bing on to the roof to alert the law 
n comes under attack from a helicop 
"t! The chopper's just out of s*~ 




e game progresses, Hans and his 
ichmen take control of the lifts. Sadly, 
this means you have to put your feet 
through more misery climbing the stairs. 

around blasting out windows for laffs) causes him 
severe pain. This is a neat idea, because as well as 
not getting shot and stuff you have to be careful 
that you don't die from excessive foot-bleeding, 
making the game a little more thoughtful than 
yer average blaster - even if it does spoil the 
wanton-destruction 
fun a bit... 

It's not all good, 
however - the NES 
isn't quite up to 
suddenly blacking 
out and lighting up 
big areas of screen, 
so as you move 



Very rough 

graphics, and the 

movement is a bit 

on the slow side. It 

could possibly be a 

bit too easy 



Cameplay ■■■■■■3«aH 

■ Here's where Die Hard really scores - 
engrossing, tense, and well addictive! 

Lifespan ■■■■■■■■■■ 

■ It won't take you forever to get the 
better of Hans and his mob 



Blow away a bad guy and he'll convenie 
drop lots of ammo, energy, grenades and 




Get past the ugly 

graphics and you'll find a 

neat game in here. It's 

tense, exciting and well 

worth climbing 35 flights 

of stairs for! 
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around, bits flicker on and off and things disappear 
in chunks at a time. It's a shame, but that's hard- 
ware limitations for you, and luckily it doesn't 
affect the gameplay. It won't take you long to 
finish, either, although at least there are two diffi- 
culty levels to extend the game's life a bit. 

Basically though, this really is a well-nifty little 
game, and if you can avoid being j— - 
put off by its technical ugliness, 
you'll have plenty of fun. STEVE 



oui-t- -the 3£r»cJ floor." 



Thanks for the warning, Hans. With a stolen 
radio you can intercept these messages and 
lie in wait for Hans' henchmen as they come 
out of the lift. (Arf arf, chuckle, whoop). 



i r 



Dunno why it's called Die Hard. I'm dying 
quite horribly and all I had to do was walk 
into the room! Die Easy if you ask me... 



Scrocnshot II: Ity harder 



Here's how many guns 

you've got, and how many 

bullets they've all got in 'em. 



This bit shows the blueprint 

of the floor where the 

master computer is located. 



LIFE m»mum 



CROOKS 



RADIO 
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I'm doing pretty well here. I've got a 
rocket, some detonators, a radio (for 
listening in on the bad guys), a 
blueprint of the 5th floor (to help find 
and destroy the main computer, which 
slows the baddies down), loads of 
grenades and a well-stocked armoury. 
I've also killed about half of the bad 
guys, but unfortunately they're busily 
busting their way through the vault 
locks. Time to get busy... 



This box shows that the baddies 
are through four of the six locks 
already. Ulp! 
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For IUES (1 player) 



From Konami 



Price £35 




When night falls in the town, all the locals go off to bed and the 
zombies come out to race around the streets, terrifying anybody 
stupid enough to be out at three in the morning - like you. 



In every town there's a church. Nip inside and the kindly father will 
restore all your energy. Mind you, it only works in the daytime. 
Men of the cloth have to get some shuteye too, y'know. 



' ead the Castlevania review yet? No! What 
are you, some kind of loony who reads 
i mags back to front? Now off you toddle 
and read it. Meanwhile, those 
of you who have read it afe ■■■■■■ 

may want to check out a uj_ ~ 

r \. ■ -, c - ,g 9 arr| e. w th I 

Castlevama 2: Simon s b|ts tQ hack 

Quest. The hero ,s aga.n adventure elemc 

whip-wielding Simon 



... * WHIPS* 

bft?* 9 T e ; With '° ts of dungeony 
^V ^"* slay through The 

adventure element adds depth 

to the quest 



Belmont (I still think he needs a real hero's name 
like Big Rock Hardman). 

Things have moved on a bit since Drac was 
defanged at the end of the last game, 
I and the curse of the Vampire now 

™ covers the land. In order to 

s of dungeony break this curse Big Rock, 
through. The sorry Simon, has to nip 
'■ adds depth around the land seeking and 



destroying the various bits of Dracula's corpse. 

Now, Castlevania 2 may look and sound pretty 
similar to its predecessor - platforms, monsters, 
bonus hearts and whippy bits - but the gameplay 
is quite a different coffin of vampires. It's much 
more like an adventure, with Simon having to 
collect clues in order to find out where Drac's parts 
are hidden. 

In order to get these clues Simon has to deal 



bbmm 



Head east of the first town, beat up all the 
skeletons you see on the way, and you'll 
find your way to the first castle. Doddle! 





Being unable to swim and with no ferry in 
sight, Simon tries to leap across the great 
lake in a single bound. No chance, you berk. 



Chat with any of the townsfolk and they'll 
give you clues or offer to sell something to 
you. This is the foul grey cloak merchant. 



± 
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Simon's 
Quest 




Looks 



m CRACKS f 



Bun away! Can Simon Belmont make it off 
screen before the spiders zap him with 
another web? Who knows? Who cares? 

with the locals and a right unfriendly bunch they 
are too - even worse than Misery Guts on a bad 
day! Worse still, if you haven't got hold of the 
right doobries the gormless natives ignore you 
and you can't get any further into the game. 
Although all this may sound a bit frustrating it 



' does mean 
that there's a lot 
more to think about 
than simply dashing around and 
slaughtering all the monsters in sight. The little 
villagers tell you how to do this thing and where to 
get that thing and how their varicose veins are 
and lots, lots more. But the trouble with this is 
that unless you keep track of all this information 
and remember just where everything is then you 
might as well stay at home and pull the sheets 
over your head. 

Castlevania 2 is quite an involved game and if 
you're expecting the action of the first one you'll 
be disappointed, as there is only so much that you 
can do before you need some garlic, or a crystal, or 
a Mandlebrot of Thargus or whatever. If you can't 
stand adventurey-type things then you won't like 
this, but if you're prepared to stake * 
at it then you might just think it's 
fangtastic! Or maybe not. ANDY 



■ Has the same look as the original but 
less variety. Disappointing really 

sounds mmmmmmMmmm 

■ Average spot FX and a good tune in the 
background, but nothing very fabbo 

Gameplay I!I|!I1I|1 

■ A game you can chew, with an arcade 
coating and a scrunchy adventurey centre 

Lifespan HSHHBMH 

■ The adventure is tough and should last 
you a while. The passwords are essential 




Confusing to begin with, 
and it's a big game too. If 
you can keep going you'll 
like it, but most mortals 
will fall before the night 
is through 
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aste The skeleton and go down the steps 
skeletons, demons and giant flying eyes just to get hold of some of lava. Strangely, Simon can walk through molten lava but can't 
tiny crystal. Is he brave or just stupid? Thick as treacle I reckon. do the same with ordinary water. The B 
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With the 

"OameKey" 

the "GameKey" is here to unlock your n.e.s. 

NOW PLfiY UP TO 300 NEW N.E.S. GAMES FROM THE USA WITH THE 
GAMEKEY ADAPTOR. EXCLUSIVE IN THE UK ALL FOR £24.99* 

"GameKey"oNLy fivfiiuiBLE when game purchased plas aQQ pap 

THE GflMEKEY WILL ALLOW YOU TO PLAY THE LflTEST GAMES FROM AMERICA ON YOUR UK CONSOLE 
NO CONVERSION NEEDED - JUST PLUG YOUR GAME INTO THE KEY AND THEN INTO YOUR CONSOLE 

THE "GameKey" DOES THE REST. ITS AS SIMPLE AS THAT. 



ADAMS FAMILY 

BILL & TED ADV. 

CAPTAIN SKYHAWK 

CASTLEVANIA 3 

CHIP & DALE 

DARK MAN 

DUCK TALES 

EMPIRE STRIKES BACK 

GREMLINS 2 

LASER INVASION 

LITTLE MERMAID 

MAD MAX 

MCKID 

MEGA MAN 4 

MISSION IMPOSSIBLE 2 

MONSTER TRUCK RALLEY 

NARC 

NINJA GAIDEN 2 



£39.99 
£37.99 
£29.99 
£39.99 
£39.99 
£37.99 
£39.00 
£44.99 
£39.99 
£37.99 
£39.99 
£39.99 
£39.99 
£39.99 
£37.99 
£39.99 
£37.99 
£39.99 



NORTH & SOUTH 

PACMAN 

PUNISHER 

QUANTAM FIGHTER 

ROBIN HOOD 

ROBO COP 2 

ROCKETEER 

SKATE OR DIE 

SIM QUEST / CASTLE 2 

STARWARS 

STREET FIGHTER 2010 

SUPER C 

TERMINATOR 2 

TOKI 

TOP GUN SECOND MISSION 

TOTAL RECALL 

TURTLES 3 MANHATTAN 

UNTOUCHABLES 



BUY THE 






P V G W LTD 
124 HIGH STREET 

MILTON REGIS 
SITTINGBOURNE 
KENT ME10 2AT 



### SPECIAL OFFER ### 
"GameKey" with captain comic all for just £39.99 

"GameKey" sole uk distributors 

HOTLINE 24HRS HOTLINE 

0795 435158 081 534 6087 

0795 475866 081 519 8639 



£39.99 
£37.99 
£37.99 
£37.99 
£39.99 
£39.99 
£39.99 
£39.99 
£39.99 
£39.99 
£39.99 
£39.99 
£39.99 
£39.99 
£39.99 
£39.99 
£44.99 
£39.99 
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2-6 HIGH ROAD 

LEYTON 

LONDON 

E15 2BP 
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" is not manufactured or endorsed by Nintendo of America Inc. 
Please allow up to 14 days for delivery 



For WES (1 player) 



From Hi Tech Expressions 



Price £43 




Mmm, that's an interesting screenshot isn't 
it, readers? Look at the vast array of enemy 
weaponry flying around. Thrilling stuff! 

Once upon a time there was a bloke called 
Tom Clancy. He decided to write a book 
about the crew of a hi-tech Russian 
nuclear submarine which defects. The 
story was about them racing off to 
meet up with the US Navy, with the 
entire Russian navy in hot pursuit. 
Sean Connery starred in the 
film, and home computer games 
based on it appeared a few years 
ago. These were incredibly dul 
tactical/simulation affairs which 
presented you with a radar screen 
speedometer and various other 
controls. You basically had to press 
a few buttons and after a couple 
of minutes a message popped up 
to say that you'd been blown up. 



jNAVALStJi 

An improvement over 
previous versions ot 
the game, with lots of 
underwater weaponry 
. to play around .. 
with 

^P-LiU.\_L=L-£Ji 

^sashoot' emU pi t . s 
*f* in the water - 



any serious 
excitement 



Omigosh! The Red October has run into a 
deadly shoal of Tuna. Or is it just two very 
weeny and rather sad looking mini-subs? 

The NES version is a completely different kettle 
of torpedoes. All the simulator nonsense has been 
dropped in favour of a straightforward side- 
ways scrolling shoot 'em up. Red 
October is like Nemesis in slow 
motion, with ordinary submarines 
instead of underwater spaceships. 
All the standard shoot 'em up 
features are here. There are loads 
of power-ups, a shield, sackfuls of 
enemies, some big guns and a few 
strange up-and-down-moving poles to 
steer through. 

The big problem with all of 

this, though, is the fact that it's 

so darned - s - I - o - w. All right, 

so it's quite hard to move fast 

underwater, but you'd think that 




Blasting giant doors is just 
one of your tedious tasks. 



You're probably beginning to wonder why the sub has a 
halo around it. That shows you have the cativation drive 
switched on enabling you to move around undetected. 




'the most amazing naval vessel in the world' would 
be able to do it. Apparently not. 

Everything is sluggish to an almost silly degree. 
You get plenty of advance warning when an 
enemy has shot at you, because you can watch 
the torpedo crawling across the screen. Your sub is 
highly manoeuvrable, but will you be able to move 
out of the way quickly enough? Pretty soon you'l 
be too bored to care either way. 

The lack of speed and the large array of 
enemies make it impossible to avoid taking hits: 
you'll need to make use of the cativation drive 
(invisibility) and ECMs (decoy devices to absorb 
enemy fire). Even these features do little for the 
game's long-term appeal. 

Red October is pretty dire and you'll get bored 
with it very quickly. The fact that the title tune 
sounds like a funeral dirge is F "~rT~|TTj 
perhaps grimly fitting. Red October |T|llU 
is dull, dull, dull. STEVE I hi 1 ft J 




Looks 



■ ■ 



■ Very blocky sprites. The colours are dull 
at first, but later levels are more lively 



Sounds 



«'■;■:■: 



■ A depressing, laborious title tune that'll 
probably send you to sleep (like the game) 

Gameplay ■ ■■ ■■■■■■■ 

■ Bog standard shoot 'em up. Payability 
is destroyed by the total lack of speed 



Life span ■■■■■■■■■! 

■ So slow and repetitive that you'll soon 
grow tired of it. Not difficult, just dull 




You'd have more fun in 
the bath wearing a 
snorkel and hunting 

rubber ducks. All in all, 

pretty substandard 

(oh dear) 



It looks slightly dull but 
it's not. It's incredibly dull. 
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Out in the family graveyard Gomez seeks 
the secret subterranean skeleton's (er, 
name for a cave beginning with 's')... 




iMH 




Unlike his chums, this green geek can't be killed just by jumping on his head. Instead you 



the skellie a 



Ocean have done it again. Every month 
they seem to come up with yet another 
movie licence of some description on NES 
and Game Boy, and this month is no exception. 
This time around it's The Addams Family that's 
getting the treatment, and - surprise, surprise - the 
treatment involves lots of platforms, lots of 



jumping on bad guys' heads, and lots of arcade 
adventurey object-collecting and puzzle-solving. 

OK. So far, so seen-it-all-before, but 
compared to Ocean's Hook (which • 

scored 84% last issue) The Addams 
Family feels like it was made by a 
different company. The graphics 
are pretty coarse, the sound is 
particularly average and the game 
just isn't as slick as we've come to 
expect from Ocean. 



WEDNESDAYS 

Pretty playable at first, 

with some intriguing 

but solvable puzzles. 

Lots of different 

things to see 



Having said that, The Addams Family has actu- 
ally got a little more to it than most recent film 
tie-ins - only a little, mind you, but it's a 
step in the right direction. While the 
meat of the game is pretty ordinary 
platform-leaping stuff, the adven- 
ture element is the real bones of 
the game (if you see what I 
mean). You have to think about 
what you're doing, and take care 
to do certain areas of the game in a 




Now you can move into ^J Leap over the bear and climb up jM Move left, but 
this room - but beware ■■ the shelves onto the top of the I watch out for the 

the swords which fall down! pictures. Jump over to the right. bear-rug - it's alive! 



Jump on the candlesticks above and 
the bear trap falls to the ground. Lure 
the bear into it and trap that sucker! 
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.nee you've collected the music manuscript 
in the library, Lurch trundles in and takes it 
right off you! (Great ugly gimp!) 






See, even the Addams family go to the bathroom. Mind you, if my loo had got big bgs 
money stowed away on top of the mirror, I'd always be in there too! 



certain order if you're going to have a chance of 
accomplishing them. 

Unfortunately both the game and the ^H 
instruction manual spoils the fun a bit 
by giving out some very heavy- 
handed clues. There's still a good 
deal of head-scratching left, but 
on my very first session I managed 
to rescue three of the Addams 
family and collect half of the items 
needed. With so many gamers 



The graphics and 

sounds aren't really up 

to scratch. It's fun, but 

you could well clear 

this one up in a 



complaining or carts tnat are too easy to nnish, it 
would be unwise of me to recommend this one. 
With a bit of mapping, a bit of thought 
d a few days' play, The Addams 
Family should be re-united - and 
never to be seen again. 

If platformy collect 'em ups 

are your bag, you'd be wise to 

wave your wad in r "r\f 1 1 j 

the direction of 1 (T M' ILr 

Hook p'raps. ANDY -J^/—r — J 



I WILL TAKE THIS MUST I C 
TO. THE »ALL««ni ANtlf 
PLAY IT F»B VOW. 



h, that's all right then. He's only going to 
lay some music for me - maybe you'd 
etter follow him into the ballroom. 



Looks iiHMffi ■ ■ ■ ■ ■ 

■ Weedy sprites and weak animation, but 
the scenery is nice and varied 



■ Naff warbly theme music, plus the occa- 
sional effect. Very average indeed 

!■■!■!■-■ ■■>■■■ 



■ Nothing new, but simple and fairly well 
done. Collision detection is poor, though 



■ Once you've sussed all the problems, it 
shouldn't take too long to finish it off 




A neat puzzle solver, 
marred by poor collision 

detection, average 

sounds 'n' piccies and a 

quest which you'll finish 

in a week 



Up inside the big tree, Gomez discovers a 
large blue egg. I dunno what it's for, but it 
must be useful, because... 



... It's appeared in my inventory. As you can 
see, I've collected quite a bit, and I know 
where most of the other stuff is already! 
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..<'"' We've joined together a few screens from the Clocktower Of Untimely Death (eh?) 
'>" so's you get an idea of the sort of problems young Trev' has to face. Personally I'd 

just give up 
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after the zombies f f'*~ 
(I hate zombies). 
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S (1 player) 



hew! At last we've reached the end of 
this month's Castlevania marathon. All 
ready to tackle 'Castlevania 3: Dracula's 
Curse?' Let's see, got my whip? Check. Got my 
armour? Check. Got my long, flowing mane of 
golden hair? Yep (I've borrowed Vicky's wig). Well, 
just for a change, in this Castlevania adventure 
you play Trevor Belmont, Simon's ancestor and, 
according to legend - or at least the instructions 
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it Steve after an all-night shandy session? 



anyway - 'Origin of the Belmont Warlord 
Chromosomes.' Hmmm. 

This time Count Dracula, under the impression 
that he is pretty hard, has gathered his undead 
mates into a huge army and reckons he can 'have' 
the entire Earth. And guess who thinks he can 
'take' Drac? Yep, you got it - this is one heavy 
night on the mead that Trev is going to regret. 

Silly plot aside, after Castlevania 2's cerebral 
leap into arcade adventure territory, this third 

taiment goes back to the simpler format of the 

• in the series. In other words running, jumping 
killing everything hairy and nasty in sight. 
he game retains the same look as the other 

., with the platforms made up of small blocks, 
hero strutting about with his whip, and even 
t of the baddies looking familiar and m 
in the same way. That said, the graphics do 
better than the first one, with more detailed 

nsters and much better levels. 

The gameplay has had a lot more thought put 

3 it than the first Castlevania and the levels are 
much better designed. For instance, on the second 
level, the Clock Tower Of Untimely Death, Trevor 
has to swing on giant pendulums and climb over 



£dunno yet 

the massive cogs of the clock's mechanism in order 
to get through the stage. It doesn't sound like 
much, but it really does make the game much 
better to play than the standard fantasy romp that 
the first one was. 

Of course, if you didn't like either of the first 
two Castlevania games then you're not really going 
to like this one either? But it you did like the 
format and want more of the same, then - shock 
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Dracula must nave some cowooy dui 
in, 'cos these floorboards aren't half i 
Somebody could fall if they weren't careful. 
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Urgh! These skellies take themselves apart Watch your step out in the mud flats - you 

and hurl their own bones at you. Of course, don't want to go treading on one of these 
throwing that second arm is a bit tricky. little red f roggies (it'll bite your leg off). 
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There's plenty of night life in Castlevania 3 
but the only birds you'll get to meet are 
these ruddy great owls of doom (sigh). 
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Dracula's Curse 



of shocks - that's what you'll get in Castlev 
(what were you expecting, a train-spotting game? 
If you've never played a Castlevania gam 
before and fancy some monster- ■ 
mashing fantasy action, this is the 
one to go for. STEVE 




Looks «■«■■«■■■■ 

■ A good looker, with lots of neatly 
animated baddies and atmospheric scenes 

Sounds »■»■■■■■■■ 

■ Usual ho-hum, run-of-the-mill, average 
tunes that soon get on yer wick. OK FX 

Cameplay B ■«*■«■■■ ■ 

■ Platforms, whips and monsters. It ain't 
new but it works really well here 

Lifespan »■■■■■■■■■ 

■ Varying levels and different routes to 
explore make you want to play on 
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Atmospheric graphics, 

with lots of REALLY 

different levels. There 

are loads of new 

monsters to bash 

into a pulp. 



At the end of the first level, it's deci- 
sion time! Do you head for the 
Clock Tower Of Untimely Death... 
or the bit with the owls in? 
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constant jump n 

i/hip gameplay can 

eventually get boring. 

Restart points are 

pretty unfriendly. 

^ Sounds are a 

bit ordinary 



The best of the series on 
the NES. A meaty beat 
'em up with plenty of 

action to get your fangs 

into, and passcodes to 

keep it un-dead! 
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^Ta^f T X This whacking great skeleton may look a bit fit but he's easy to 

' " — ^* B H " ™ I beat, really. Just jump on the low platform and over the top of 

him, then bend down and whip him from behind (you can get about three or four hits in). 

Jump over him as he comes towards you (you'll probably take a hit in the process). Leap 

back up onto the platform and do it all again. It takes about four attacks to wipe him out. 
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The chequered 
flag, where you 
start and, er, 
finish 
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Build up speed 

by flying over 

these 



Gain extra > 
height by flying 
over these ramp 
thingies 



Here's a 

complete 

track from 

Galaxy 5000. As you 

can see, it's very purple. 

And, erm, it's got some 

jumpy bits... and it's a big loop. 



A dual 
carriageway 
(sort of) 
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A short cut * 
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For IUES (1-2 players) 



From Activision 



Price £30 



orget the Indy 500, Galaxy 5000 is the 
road race of the future, battled out in 
hovering racing ships for the ultimate 
prize - life itself, it's a race not only against time 
but also against three opponents. 

You progress through four races, each four laps 
long, on tracks on each of the planets of our solar 
system. You have 200 seconds to complete the 
first course, which drops as you move up through 
the levels. If you're still racing when the clock hits 
zero the course vaporises, leaving you hurtling 
down to certain death. Your only way to survive is 
to finish the course within the time limit. 

You start the game with a basic Tomahawk 
craft, armed with simple weapons. A score of 
100,000 lets you buy a Crusher, a faster ship with 
more firepower. With 250,000 points you get a 
Phantom... and so on until you have the ultimate 
Galaxy 5000 mean machine. The strategy element 
consists of deciding how much to repair your ship 

"^THRILL 

The ability to blast the other racers 

of the track gives it an exciting 

added dimension 



Marred by a poor control system 
which severely limits playability 
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Hop over the spikes in Venus or blast them 
out of the way or else you'll get impaled. 

at the end of each level. The more repairs you 
make, the greater your chance of finishing the 
course, but this leaves less money for a more 
powerful ship. 

This game's main drawback is the awkward- 
ness of the controls. Unless you've got thumb 



muscles like Arnie's biceps, steering the ship with 
the joypad becomes a real chore. This makes 
playing for long periods out of the question - 
annoying, as once you get to know the courses 
you just want to get on with it. The best way of 
avoiding pain is to get a joystick, r 
and the game would probably be | 
a lot more playable for it. ANDY 



Looks ■■■■■■■■■■ 

■ Not particularly exciting, although the 
animation of the ships is smooth 

Sounds I11II11111 

■ Some sampled sounds, but mostly 
sounds like frrp, brrp and kchurrrp 

Cameplay «■■■■■■■■« 

■ Addictive but irritating, as you can only 
go so far without a thumb of iron 

Lifespan ■«■■■■■«■■ 

■ Unfortunately your interest in playing 
the game lasts longer than your stamina 



Not the greatest race 

game of all time, and 

lacking a decent control 

method, but absorbing 

enough in its own peculiar 

little way 
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DO YOU W I Gil TO 
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Having collected the statuette and delivered it safely to the thieves' ... The test involves leaping along this strange room full of spikes 

guild. Sir Scrawny is given the opportunity of joining this dodgy without actually dropping onto them. Unfortunately, it constantly 

club. If he accepts he has to pass a rather curious entry test... scrolls from right to left and there are flying obstacles too. Nasty. 







Kuros: 

Visions Of 

Power 



For NES (1 player) 



From Acclaim 



Price £40 




What's this? Has our hero found some 
magical ability that enables him to fly? No, 
he's plummeting earthward to his death. 



Yes, old tinhead is back, and once again he 
finds himself at odds with the evil Malkil. 
In the past two games Malkil was defeated 
by Kuros, and yet he still keeps coming back for 
more. Makes you wonder why Kuros keeps on 
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First you delivered a statue to the thieves 
guild to become a thief, now you've found 
the wizards ornament. Time for a change. 



trying if Malkil always bounces back, doesn't it? 
Why doesn't he just go off on holiday and forget 
all about it? Life would be so much more fun if 
video game characters acted like real people, eh? 
Like, Mario stops hitting stone platforms with his 
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Try clanking your way through this room as 
a knight and this goon will trounce you. 
Once you're a thief, it's plain sailing. 
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Judging by the size of the doors, all the 
inhabitants of this towering 
village are dwarves! . 
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A bit slow to get into 

at first. It's a bit 

sprawling, so there's 

lots of unnecessary 

y. exploration to be j 

, >v_ done 



head and opens a pizza / 

restaurant instead. Yes, / A bit slow to gei 

sorry, where was I? I <*t first. It's a I 

The new dimension \ sprawling, so th 
in this latest addition to \ lots of unneces 
the popular WizzyWar \. ^ v 
series (well, popular in 
America, anyway) is the use of 
magic, which involves finding the stuff, learning 
how to use it and when, and not wasting it before 
you really need it. 

To get the magic he needs to defeat Malkil, 
Kuros must buy keys, food and information, and 
join various guilds to change his character. He can 
become a thief or a wizard by finding objects and 
taking them to the relevant guild. After passing a 



very hard test he can then become / , .. 

a member of that guild, enabling I . 

I playing 

him to move on to the next stage. I _ 

\ Bags o 

WizzyWar III is a challenging \ » 

RPG-style game with not much in \ \ Mmm/t ^Hj 

the way of help. The manual doesn't 
give you many clues as to how to 
proceed, and the 'gossip' you foolishly pay 
for before you learn better consists of the 'don't 
bother trying, Malkil will fry your butt' variety of 
gentle encouragement. And while you're other- 
wise engaged, everyone else is sharpening their 
tin openers, totally unimpressed with your sword 
swiping efforts (schwing!). 

Because the tests you have to endure to get 

\into a guild are so difficult, they're annoying 
enough to make you desperate to complete 



WARRIORS 

A challenging role- 
playing adventure. 
Bags of well 'ard 
strategy. Graphical 
variety later in the 
game * A 



\ them. And as you can keep going 

*" I back for more you can do it until 

' j you do it - if you see what I mean. 

w I I All this to-ing, fro-ing, fighting 
raphical / gnd testl adds up to an 

absorbing escapade with a lot more 
meat than many other so-called adven- 
ture games. It's slick, colourful 
and complex enough to keep you 
battling for some time. STEVE 
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Looks . «■■■■■■■■■ 

■ Seems a bit simplistic at first but the 
graphics get better as you go on 

Sounds I1IIIIIIII 

■ Nice theme tune, although a trifle 
cheerful for the doomy magical setting 

Cameplay ■■■■■■■■'■■ 

■ Lots to do, and once you know the drill 
you can whizz through the early stages 



Life span 



■■■■■■■■ 



■ Grows on you slowly, but once it bites 
you'll be jiggling your joypad for ages 
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Oh no! Kuros bumps into a vibrating, bum- 
faced boss. Well, you don't see many of 
those aroun " ' 



fijVE tn> Now 
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A bit dull to start with, 

but as you begin to 

discover things and solve 

puzzles it quickly 

becomes intriguing and 

very, very playable 
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This is no ordinary boozer. As well as selling Sadly, the juicy gossip (which you have to 
fine beers, the landlord also does a good pay for) amounts to statements of the 

line in food, keys and gossip. Well-weird! flippin' obvious. Thanks a lot buddy! 
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I Dyer 
■ bad 



Er, quick 
Dyer, in the 
back now! 



Heh! That 
old 'behind 
you' trick! 



Oi! Keep quiet out 
there you lot! You're 
gonna let the flippin' 

monster know I'm 
here! (Berks) 
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One of the slightly more imaginative enemies you'll meet is this fire-breathing dinosaur 
thing, who can also perform a nifty tail-swiping manoeuvre. Looks like Thicky's had it! 
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For IUES (1 player) 

h dear! I don't quite know where to start 
with this one, gang. I've had to look at a 
few manky old piles of guff in this job, in 
amongst the Mario 3s and Bart Simpsons and New 
Zealand Stories, but I haven't seen anything quite 
as poor as this for as long as I can remember. This 
is a game that, in terms of both quality and 
complexity, makes Shadow Warriors look like Sim 
City. But that's enough waffle for now, let's get 
down to brass tacks... 

The plot of Sword Master is the usual old nob, 
so I won't bore you with any of that. What it boils 
down to is that you've got to hack your way 
through a load of levels (how many? Too many!). 
In standard scrolling beat 'em up mode, you use 
your wide repertoire of three (gosh!) different 
attacking moves, plus a (far from athletic) jump. 
Not quite the Sword Master of the title, more like 
Knife Apprentice or something. 

Anyway, ranged against this impressive talent 



From Activision 
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The end of the second level is guarded 
_ by this knight (and he's as hard as nails). 
He takes a lot of punishment and dishes it 
out brutally, but at least when you kill him 
you get a magic wand for your trouble... 

is an array of bad guys, including skeletons, lizard 
men, bats, dinosaurs and wizards, who rather 
sportingly attack you one at a time for most of 
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This guy is pretty swift with the club - a 
few low sweeps with your sword'll see him 
off. 

Price £40 
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... And here it is. Impressive, eh? They 
_ don't make magic wands like that 
anymore. They broke the mould whe- Oh 
hang on, you'd better not just stand there - 
pick it up quickly or it'll disappear. 

the proceedings. Chop one up, walk on a little bit 

further, and another soon appears to take its place. 

The most interesting thing that ever happens is 
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f SWORDS i 
The scenics are 

quite pretty, with 

neat parallax 

scrolling. Erm... 

\ nice title J 



SWIMES 

The most 
simplistic, repeti- 
tive gameplay 
you'll encounter 
\ in your life. J 
Sad 




This Transylvanian council estate is the setting for level two. 
This map appears in between each level and that little blokey 
wanders a bit further along it each time. In fact, this is probably 
more fun than actually playing the game itself. Shame! 



I wouldn't say this was 
the most boring NES 

game I've ever played, 
but... well, actually, I 

think I probably would. 
Total drivel 
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It's a flippin' good job you picked that 
_ wand up in time. Now you can use your 
newly acquired magical abilities to give this 
nasty leaping lizard man the darned good 
thrashing he so richly deserves. Spiffing. 

that occasionally you stumble across a tougher 
baddie who needs more than one hit to die and 
leaps around dramatically in an attempt to evade 



your blows. You then spend a couple of minutes 
bouncing around the screen until one of you 
succumbs. If it's you, then it's Game Over time 
(although you do get five continues). Kill him and 
oh lucky, lucky day, you can go onto the next level. 
It's almost impossible to bring any real skill to bear 
on the matter - it's just a question of slashing at 
the baddie and hoping that he doesn't whip out 
his sword or breathe fire at you or something 
before you reach him. 

As you progress through the levels, you can 
find incredibly exciting things like a wand which 
allows you to change into a wizard. Unfortunately 
it's a completely crap wizard, armed with a magic 
bolt that doesn't reach quite as far as your original 
barbarian's sword, but a wizard it is nonetheless. 
Thrilling stuff (I don't think). 

So there you have it. Walk along, hack away 
randomly for a while, walk along a bit more, finish 
a level, marvel at the astonishing new scenery 



■ Okay but dull backdrops. Some quite 
detailed sprites (and some fuzzy ones) 

Sounds ■■ !■!■[■ »!■■'■■ 

■ Pleasantly tootly tune and some reason- 
ably neat sword-swooshing sounds 

Gameplay UBBBBBBBBB 

■ Unbelievably shallow and excitement- 
free walk-and-slash antics ahoy! 

Lifespan LiBBBBflflBBB 

■ If you can stomach this for more than a 
day, you deserve a medal 
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(Not!), walk along a bit again, hack away randomly 
for a while, get bored, remove cart from NES, put 
cart back in box, bury box at bottom of garden, 
surround garden with barbed wire fencing and 
signs saying: 'Radioactive Piranha Fish,' move 
home, and go to extensive psychotherapy sessions 
to try and forget about the whole 
thing. I wouldn't say this game is 
boring, but.. .zzzzz ANDY 
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NOW AVAILABLE FOR THE 

*SUPER NES 

CONSOLE 



FANCY YOURSELF AS A GAME HACKER? 
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Just imagine, infinite lives, unlimited energy, unlimited power 

or extra fuel/ammo. Become invincible with the Action Replay 

Cartridge for your 16 bit SUPER NES™ Console 



Action Replay is a powerful cartridge featuring its 
own on-board LSI chip specially designed to allow 
the user to effectively "re-program" their cartridges 
so they can play their favourite games 
to destruction! 

■ With its unique built-in "GAME TRAINER", you can 
actually find and create your own cheats for infinite 
Lives, Power, Energy, Levels, etc. etc. 

H Now you can play your games to levels that you 
did not know even existed. This is the cartridge the 
experts use... the average cheat takes only minutes. 



Zv!C 




■ Action Replay also allows you to use American 
and Japanese cartridges on your UK console. 
That's dozens of titles immediately available!! 

■ With its advanced ASIC hardware design, the 
Action Replay cartridge can react to new games as 
they appear. No need for future updates.... this is 
the only cartridge you will ever need. 

■ No user knowledge is required at all • if you can 
play the game you already know how to use Action 
Replay. All input is via the joystick/pad - it couldn't 
be simpler! 



The Action Replay is the essential companion for 

EVERY Console owner how can you afford 

not to have it" GAME PRO magazine 




• IMPORTANT 

ACTION REPLAY IS NOTDESIGNED, 

MANUFACTURED, DISTRIBUTED OR 

ENDORSED BY EITHER NINTENDO 

OR SEGA ENTERPRISES LTD. 
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►■Electronics 
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■ With this universal games adaptor you can now choose 
from the huge range of available US & Japanese software 
for your UK SUPER NES Console 

■ Also works as double cartridge adaptor allowing two 
cartridges to be connected at one time. Simply flick 
between games... save wear and tear on game port. 

■ Very simple to use. ■ Allows UK carts to work on US & JAP Consoles. 



FMDO" ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 

OlrV TO GET YOUR ORDER FAST! DATEL LONDON SHOP 

TELEPHONE [24Hrs] 0782 744707 CREDIT CARD ORDERS 

ORDERS NORMALLY DISPATCHED WITHIN 48 Hrs. ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO.... 
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DATEL ELECTRONICS 



GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ^ TOTTENHAM COURT RD 

4 2RS, ENGLAND. FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 744324 LONDON, W1 . TEL:071 5806460 





If those coily things bounce a bit too close, 
hop aboard a hover pad to escape. 
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~ hat sort of name is that? Q'Bert! A 
very stupid one if you ask me. It 
conjures up images of some big- 
nosed geek who has nothing better to do all day 
than leap around on piles of geometric shapes 

changing them from one colour to 

another and getting occasionally 
squashed by strangely-shaped crea- 
tures, while using small circular 
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1 CUBES I 

Very addictive. 
The difficulty 
curve is just 
fight. It's basi- 
cally just wacky 
and wonderful 



For Game Boy (1 player, 
From Jaleco 
Price £25 

platforms to carry him out of trouble when the 
going gets tough. 

Sorry, what was that? That's exactly what he's 

like? Ah, thought so. This guy reminds me of a 

character from an arcade game that was out at 

least three centuries ago, only now his antics 

have been tarted up a bit. The glorious 

gameplay and eccentric enemies are 

still there, but the graphics are a bit 



PAUSED 
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3-3 
21 165 



It would be nice to see he 
whole level, wouldn't it? Then 
you could plan your route... 
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The 'movie* 

sequences get in 

the way. It may 

get repetitive - 

the challenge 
doesn't change 



... So it's pretty neat that during 
pause, a mini version of the 
play area is displayed. Whoop! 




Here's a level we've tagged together. The green blocks have been bounced on once, the 
black ones twice, the cherries give you extra points and the coileys are complete gits. 




The little chap is either Sam or Slick - it 
doesn't matter which, they're both a pain! 

more varied, and the enemies are just clever 
enough and introduced at just the right time to 
make each level that little bit harder than the last 
(each of the 16 stages is made up of four levels). 
Also the platform configurations get slightly more 
elaborate as time goes on, with little holes and 
off-shoots in which it's all too easy to get trapped. 
So has this classic stood the test of time? The 
simple answer is, yes. The idea may be ludicrously 
simple but for some reason it's compulsive beyond 
belief. It ain't the most thought-provoking game of 
all time but it's so damned playable and tightly 
programmed that you won't want 
to switch off your Game Boy once 
you've slotted this cart in. STEVE 
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Looks !■!■!■!■ |! iiJSJip II 

■ Not bad at all considering its age. Mind 
you, it has been revamped quite a bit 



Sounds 



iiiiiiiti 



■ :■■ 



■ Yep. Good sproingy. bouncy effects, and 
the odd quirky soundtrack. Neat! 

Gameplay HHnMHHMH 

■ Fab-o-blinkin' stonk-o-triff ! (Pretty good 
in other words). Incredibly addictive 

Lifespan (■■■■tlHHBHS 

■ 64 levels of increasingly difficult fun. 
This'll last you a long time. Hurrah! 



Q*Bert's an oldie, but the 

gameplay is timeless and 

with the neat little extras 

that have been added, 

this'll delight Game Boy 

owners everywhere! 

ZlSnali rating. 
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For Game Boy (1 player} 

Shock horror! This Game Boy version of 

the Addams Family movie licence ISN'T 

actually just the same game as the NES 

version but without the colour! Something appears 

to have gone horribly wrong with __ 

Ocean's NES-to-GB porting machine, ^** 

because this game for the little f 

handheld bears almost no resem- /«..-» 

. , . . # Nifty visual 

blance to its big brother s version, f 



f 

•I 

ill 




Nifty visuals and a huge 

game area to explore. 

There are some very 

k . different graphic 

styles 



From Ocean 

except in the basic plot and design. It's a plat- 
formy arcade adventure just the same, but 
otherwise you wouldn't know the two were 
related. But is this a change for better or worse? 

As with the NES Addams, the object 

of the Game Boy game is to help 

k Gomez rescue the rest of his, er, 

\ unusual family. This is accom- 

I plished by travelling through 



Price £25 

several different areas of the family's spooky old 
house and its immediate surroundings, defeating 
all sorts of creepy enemies and collecting incredibly 
helpful items like, well, golf clubs. 

As ever, many of these items are highly impor- 
tant in as much as that you can't access or complete 
certain areas of the game without them, so you'll 
need a bit of brainpower to work out the best 
order in which to tackle the game's many levels. 
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Gomez is stuck between a rock and a hard 
place. Well, a tree-trunk and a pit of boiling 
mud. If you find yourself in this position, 
you're as good as dead, 'cos old Gomey 
can't jump that high! 



The Addams household is a pretty massive 
place and is inhabited by swarms of 
nasties, like this bat and ghoul. You can kill 
these with a well-aimed knife, but hitting 
the little blighters is easier said than done! 



Ah. yes, well, it would appear that Gomez 
has had enough of this 'traipsing round 
getting a severe kicking from the baddies' 
and has scarpered. (Or maybe we just 
caught him in mid flash, dimbo - Steve.) 



What's that clanking noise down in the boiler 
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Gomez decides to investigate the awful 
racket coming from the boiler room and 
ventures into the bowels of the mansion. 



... Well, the pipework looks OK, and it's 
terribly warm down here! I'll just take a 
swig from that suspicious-looking bottle. 



... Urk! (Burp.) I've come over all wolf-like 
and look at me run! Wow, I can really shift, 
(it must've been Carling black Label). 
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Doorways to other parts of the Addams 
household, do not necessarily have to 



look like doors. This toybox... 



Leads to the toyroom, where the ground 
is Lego bricks and you're killed by toy 
cars and cuddly animals. 



You'll also need to be a bit / SAD 
more thoughtful than usual in /A bit dull < 
your use of weapons, because I start, but 

most of the time you have a very V 
limited supply of ammo, and you'll ^ 
need almost all of this to defeat the 
end-of-level bosses who guard the family 
members. This means that progress is won by 
skillful manoeuvring and avoidance, rather than 
simply zapping everything you come across. 

And, to be honest, that's about it. The Addams 



f SADDAMS > 

A bit dull and aimless to 
start, but it livens up as 
L you go. The 'fire' 
control seems a y 



H|k mansion, is huge, sprawling - and 
aimless to\ just a little bit empty. It's very 
vens up as I much a matter of wandering for 
/ ages, shooting monsters (with an 
>ems a S annoyingly slow and inaccurate 
firing method) only to reach incred- 
ibly difficult end-of-level bosses. 
Things do warm up once you get into the 
game, but The Addams Family isn't | 
a patch on, say, Dr. Franken. More 
pukey than ooky, really. ANDY 
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Well, it's a boiler monster, initit? 
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Well, my speeding along-type antics have 
led me to this dark and spooky doorway. 
And as I'm completely dim I'll go inside... 



... Yep, thought as much. It's some heinous 
monster hovering over burning coals. I 
guess I'll just be dying horribly, then. OK? 



opposite direction. 



Mi I J II 

Looks 

■ Big sprites but it's all a bit plain. And 
why does Gomez look like Oliver Hardy? 

Sounds ■■■■■■■■■■ 

■ Fairly awful soundtrack and the effects 
are nothing to get too excited about 

Gameplay ■;■■■■■■■■:■ 

■ Not overly thrilling. The Addams house- 
hold is a bit too big and a bit too empty 

Lifespan ■■■■■■■■■■ 

■ Reasonably difficult and fairly big. Let's 
just hope your interest holds out... 



Not as involving, pretty 
or playable as the NES 
game. It's more of a chal- 
lenge, but the lack of 
interesting things to do 
means it soon grows dull 
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He may be grotesque but ol' Hunchy's a bit of a whizz when it 
comes to rope swinging. Just as well with all those chasms about. 



These giant rolling logs can quite easily squash you, so jump on top 
of them. This enables you to get all that luvverly fruit too. 



The evil Halfenpounder has kidnapped 
Esmeralda, beloved girlie of that hero 
with the hump, Quasimodo. So does 
Super Hunchback just forget about it and join 
Dateline instead? Of course not. 'Super Hunchback 
Looks For A Quick Snog' wouldn't be much of a 
game, now would it? No, into Halfenpounder's 
castle you go to do some of that damsel-in-distress- 



rescuing business. 

The game's all about Hunchback making his 
way through the platforms and ringing the giant 
bells at the end of each stage. At first it's simply a 
case of jumping a spike or two 
and picking up the odd 
fruit. Gradually the stages 
get tougher, with her-uge 
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The pit and the pendulum 



pits to swing across, Tarzan-like, and big lakes to 
swim in like, um, Tarzan as well. Once inside the 
castle Super Hunchback has to put up with cannons 
and demons, as well as the ever-present spikes. 
Now all this in itself would make 
Super Hunchback a good enough 
me, but there's a lot more 
than just walking (and 
jumping). Collect enough 
of the small bells on each 
stage and special warp thin- 
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p This warps you 
,^fg to a special 
goodie- 
collecting 
bonus round. 

Make sure you 
■/ drop from the 
. * rope in mid- 

■»/ swing, or it's 
* - spiky bottom 
"' time I'm afraid. 

v The only way 
is up. If you 

'i want to get 
out of the pit, 
that is. 

' While you're 
here you might 
-- ' as well get the 
goodies, like 
extra energy 
and lives. 
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1 "-'**- *"' Yet more 

spikes. Hunchy 
looks a touch 
»t V distressed. 




WAAARGH! Just to catch you out, right near 
the end of one of the levels this huge bell 
drops from the sky and flattens you. 
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To cross the moat into Half enpounder's 
castle, make like a lumberjack and jump on 
the logs. They wobble a bit so watch out. 

gies appear. When Hunchback jumps into a warp 

there's a swift bonus game 

where Hunch has to 

grab a load of fruit 

as fast as poss 

without dying. 

The game also 

has hidden levels 

within each stage - find 

the way in and there are piles of goodies waiting 

to be grabbed. 

The levels get gradually tougher as you go on. 
As you get used to the game it gets more and 
more tempting to go for that extra bonus or make 
it to that hidden level and so you end up getting 
bags more out of each stage the more you play it. 

Not only does it play well but Super Hunchback 

For Game Boy (1 player) 




Whoops! Told you to watch out. Still, our 
hero is a pretty strong swimmer so hammer 
button A and leap onto dry land again. 

looks wonderfab, too. There are heaps of neat 
touches - if you don't touch the controls 
for a while, Hunchback takes out a 
book; when you warp loads of stars 
flash up; and if you change direction 
quickly Hunch skids to a halt. Sounds 
are great too - there seems to be a 
different tune for absolutely everything in this 
game, and the spot FX are great. 

At first glance Super Hunchback may look like 
your average platformer, but after playing for 
only a short while you'll see that it's actually pretty 
fabby. All the bonuses, skill warps and secret levels 
enhance what is already a great looking and great 
playing little game. Get this cart - 
it's the sort of thing the Game Boy 
was made for! STEVE 
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Looks llllllllll 

■ Hunch is brilliantly animated - great- 
looking levels and loadsa clever bits 



Sounds 



>■:■' 



■ More fab tunes than you can shake a 
drumstick at, and some great FX as well 

Cameplay ■■■•■■■■■,■ 

■ Runny, jumpy and picky-uppy gameplay 
at its best. Completely unputdownable 



iiiill 



Life span 

■ Great fun! You'll play it for ages before 
you get bored (or finish it for that matter) 



One of the best 
platformers you'll play on 
the Gameboy. Fabbo in all 

ways - it's just ace. 

Exactly what your Game 

Boy was made for! 




From Ocean 



Price £29 (Grey Import) 




Like all the best games, you'll probably 
discover something new each time you 
play. Here's a well-concealed secret tunnel. 



If you touch these nasty jellyfish type 
things that waft about inside the castle, 
poor old Hunchback gets burnt to a crisp. 



When is a hazard not a hazard? When you 
can turn them to your advantage. Use the 
cannonballs as convenient platforms. 
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WHEN YOU CAN SWAP FOR ONLY 
(inc. 1st class postage)? 

SEGA, NINTENDO, ATARI, GAME BOY, GAME GEAR, LYNX ETC. - CARTRIDGES ONLY 



NAME 




ADDRESS 














VIDEO GAME TO SWAP 


IstCHOICESWAP 


(EQUAL 
VALUB 


2nd CHOICE SWAP 


[EQUAL 
VALUEI 


3rd CHOICE SWAP 


[EQUAL 
VALUE) 


£3.50 


1 










£7.00 


2 










£10.50 


3 











INSTRUCTIONS Fill in order form for up to 3 games. Choose swaps of the same value. Make out cheque / PO for E3.50/E7.00/E1 0.50 payable to VIDEO 
GAME SWAP (UK). Put all items from checklist into the game's protective plastic case. Place in envelope or wrap in brown paper, and post to: VIDEO GAMES SWAP 
(UK), 5 CHATSWORTH ROAD, HAZEL GROVE, STOCKPORT SK7 6BH. CHECKLIST Please make sure you 
enclose the following: CARTRIDGE & GAME INSTRUCTIONS fj£ ORDER FORM & CHEQUE / PO & 



CUT OUT OR 
PHOTOCOPY THIS ORDER FORM 



TOYMASTER 



Unit 21, Sovereign Centre, Christchurch Road, 
Boscombe, Bournemouth. (0202) 392755 



SUPER NINTENDO 

TOP TEN 

Super Wrestle Mania £44.99 

Contra III £44.99 

Lemmings £44.99 

Mystical Ninja £44.99 

Super Off Road £44.99 

Joe and Mac £44.99 

Hole in One £44.99 

Act Raiser £44.99 

UN Squadron £44.99 

Sim City £44.99 

MANY MORE TITLES IN STOCK!!! 
UK USA/JAP CONVERTER £20.00 



NINTENDO GAMEBOY 

TOP 3 PRICE BUSTER SPECIAL 

1. Pipe Dream £14.99 

2. Q-Billion £14.99 

3. Boomers Adventure £14.99 

NINTENDO GAMEBOY TOP TEN 

1. Interstellar Assault £24.99 

2. Tiny Toons £24.99 

3. Hook £24.99 

4. Batman Returns £24.99 

5. Monopoly £24.99 

6. Terminator 2 £24.99 

7. W.W.F. £24.99 

8. Flash £24.99 

9. Ultra Golf £24.99 

10. Chessmaster £21.99 



LIMITED QUANTITY AVAILABLE 

LASERSCOPE£20mcP + P 

Selling Features: - 

O Optical tarsetins lens with cross hairs for 

accuracy. 
O Voice activated fire control. 
O) Turbo switch for rapd firing. 
O Compatible with all Zapper® games. 
O Stereo compatible earphones work with 
all NES® games, and provide superb 
stereo sound when used with a stereo 
system. 

O When plugged into the control deck and TV sound is turned off, all 
external speakers are shut off and only the earphones are activated 
eliminating game noise in the room. 
O Detachable scope converts LaserScope into portable stereo 

headset. 
O Adjustable foam padded headset fits all head sizes. 
O Adjustable microphone swings out of the way when not needed. 
O Carries Nintendo Seal of Approval. 




THATZ ENTERTAINMENT 



SUPER NES 

Complete 
with Super 
Mario 4 

£149.99 



GAMEBOY 

Complete with 
TETRIS. Stereo 
headphones. 
Games link & FREE 
mains adaptor 

£69.99 




WEST LONDON 



COMPUTER GAMES, 309 GOLDHAWK 

ROAD, LONDON Wl 2 8EZ 

"081-741 9050 I0am-8pm 

RETAIL SALES AND MAIL ORDER 



THATZ ENTERTAINMENT 

UNIT 33-34, ROMFORD SHOPPING HALL, 

MARKET PLACE, ROMFORD, ESSEX RM1 3AB 

« 0708 744338 9am - 5pm 

RETAIL SALES 



MAIL 

081-741-9050 border 



OFFICIAL 

NINTENDO 

AND 

GAMEBOY 

STOCKIST 

Hi Stock Every Title! 
You Will Not Believe It! 
Until You Visit Our Stores! 



NES 
£49.99 



THAT'Z ENTERTAINMENT 

UNIT 6 1 6 PAVILUON BUILDING. LAKESIDE 

SHOPPING CENTRE. WEST THURROCK, GRAYS 

w 0708 890800 9.30am - 8pm 

RETAIL SALES 



THATZ ENTERTAINMENT 
6 MORAY WAY ROMFORD, 

ESSEX RM I 4YD 

« 0708 736663 9am - 7pm 

MAIL ORDER ONLY 




0708-736663 



CALL OR SEND FOR FREE CATALOGUE 



£4 



OFF ALL 
NES GAMES 



NAME 

ADDRESS. 



POST CODE . 



SEND FOR FREE VOUCHER 



THATZ ENTERTAINMENT 
6 MORAY WAY, ROMFORD, 
ESSEX RM1 4YD 
*? 0708 736663 9am - 7pm 
MAIL ORDER ONLY 
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WE SELL EVERY GAME & EVERY SYSTEM 
AVAILABLE IN THE U.K. 
* Compare our prices. * 



SEGA S.R.P Our Pike 

Megadrive System + Sonic the Hedgehog ...£1 29.99 ..£1 1 6.99* 

Megodrive System 1 1 + £89.99 ....£81 .00* 

Megadrive System 1 1 + Rombo 3 £89.99 ....£81 .00* 

Megodrive System 1 1 £49.99 ....£45.00* 

Megodrive System 1 1 Including Sonic £79.99 ....£72.00* 

Gome Gear with columns £99.99 ....£89.99* 

Gome Gear Sonic with Hedgehog £1 29.99 ..£1 1 6.99* 

Nintendo Super N.E..S £1 49.99 ..£1 34.99* 

Nintendo N.E.S £69.99 ....£63.00* 

Nintendo Gomeboy £79.99 ....£72.00* 

Atari Lynx 2 £84.99 ....£76.50* 

* Postage & packing = £2.50 * Postage & Packing = £1 .50 



GAMES S.R.P. OwFrke 

SEGA MEGADRIVE Desert Strike £39.99 £36.00 

16 BIT NHL Ice Hockey £39.99 £36.00 

MASTER SYSTEM Wimbledon Tennis £34.99 £31.50 

8 BIT Super Kick Off £34.99 £31.50 

GAMEGEAR Super Monaco G.R £19.99 £17.99 

Super Kick OH £29.99 £26.99 



N.E.S. Star Wars £49.99 £45.99 

Super Mario 3 £39.99 £35.99 

W.W.F. £29.99 £26.99 

Terminator 2 £29.99 £26.99 

Awesome Golf £34.99 £31.50 

Warbirds £29.99 £26.99 



GAMEBOY 
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Console, Atari ST, Commodore, Amiga, 1 6 Bit Chart, Atari ST, Commodore Amiga, 

8 Bit, Commodore 64, Amstrad, Spectrum 

Ail Hardware - Printers - Joysticks - Books - All software for business or pleasure 

WE HAVE IT ALL! 

Send for our 90 page free catalogue to: 

ENTERTAINMENT WORLD CORPORATION LTD 

91 HIGH STREET, RAMSGATE, KENT CT1 1 9RH 

TEL: (0843) 853301 FAX: (0843) 853222 



Name: - 
Address: 



— Postcode: 



For Game Boy (1-2 players) 



From Mamco 



Price £25 
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Um, well it's Pac Man, isn't it? Little yellow 
circle eats loads of pills and starts seeing 
lots of ghosts. (Like going to a rave, really!) 

Pacman is without doubt one 
of the best-known game 
characters ever devised. 
Now, 12 years after he first 
appeared on the scene, the 
grandaddy of video games has 
finally arrived on the Game Boy. 
If by some chance you didn't 
already know, our jaundiced 
friend is on the run from a motley 
crew of crazed ghosts enclosed in a 
maze. Pacman has to get to pills which 
temporarily bestow on him the power to eat the 



PILLS 

Pure "■ simple ghost- 
chompmg gameplay is 

^"^foraquick 
P'ck up and play. Very 

neatly done and with 

terrific nostalgia 

value! 




Given the simple nature of this 
game, we'll show you another 
example of ghost-chomping antics 



GHOSTS 

A bit of an old 

chestnut, which has 

perhaps passed its sell 

P by date. Repetitive 
gameplay and basic 
visuals are showing 
their age 



If you eat one of the four mega-pills on 
each level, the ghosts go all dark and run 
away 'cos Paccy can now eat 'em. Wacca! 

ghosts and complete the maze. 

The drawback here is that there's 
only one maze, which makes the game 
a tad repetitive, although this is 
made more bearable by the fact that 
as you progress through the levels 
the ghosts get a lot faster. Pacman 
zips around the screen at a blistering 
pace whilst stuffing as many pills into 
his gob as is pacmanly possible. 
Unfortunately, control gets a bit fiddly at 
this point, with the joypad finding it hard to 
cope with the rapid changes in direction 

The basic structure of Pacman is so simple that 
there really isn't much that could have been added 
without changing it beyond recognition, and no 
attempt has been made here to update it. Having 
a choice between two views (a scroll-around screen 
or a view of the whole 
screen) is useful, but all in 
all this just a slick 
version of an 
ancient 



If the scrolling screen puts you off, select 
the mini view instead. This squashes the 
whole play area into a single screen. 




LOOks :■:■;■:■■:■:■:■;■■ 

■ Plain and simple, but then that's all you 
need with such a basic game 



Sounds 



illlili in 



■ The original Pacman jingle and pill- 
gulping sounds are faithfully retained 



Gameplay 



««■■■ 



■ Classically elegant or just plain dull? 
You'll either love it or hate - 1 hate it. 

Lifespan ■■■■■■■■■■ 

■ Only Pacman lovers will be happy to sit 
there, popping pills for hour after hour 



game 
It's fairly 



A pretty flawless repre- 
sentation of the original 
But I can only recommend 
this one to Pacman fans 
(sad people) who crave 
for the olden days 



enjoyable (especially in two- 
player mode) but nowadays 
gamers expect more for their 
money than this cart can supply. 
Pacman is defi- 
nitely now in his 



¥TC 



twilight years. ANDY 
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Keep the bottom of the screen clear of 
mushrooms otherwise you'll get got. 
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Blast away at assorted arachnoid nasties 
before they reach the bottom. 



entipede is another of those age-old 
arcade classics that refuse to turn up their 
toes, and instead keep popping 
up like old relatives at Christmas - 
but without the crap presents and 
bad-breath kisses. 

No poncey story with this j 
one. It's just you, a centipede, 
and some of his close personal 
friends. All you have to do on each ""*' 
level is destroy the segments of the . 
centipede whilst avoiding the A 
spiders, scorpions, falling bugs s| 
and the centipede itself. 

Easy? Forget it! The baddies all " 
drop mushrooms on the screen ^ 
which block your shots and have to be 
blasted before you can waste the centipede. 
On the later levels there are so many mushrooms 
all over the place that you can barely move without 
bumping into them. As the game goes on the 



Old-fashioned fast 'n' 
furious shoot 'em up action 
Good with two-players 



There's only one rather 
basic screen. Graphics 
are very simple, with 

simplistic gameplay to 
match 



centipede gets longer and longer, more and more 
mushrooms cram the screen, and the baddies 
get more and more frantic - must be 
S^IeII*. because of the mushrooms! 

Nothing unpredictable 
happens in Centipede - there 
I are no new screens or new 
f monsters - it just gets faster 
and tougher. All this may sound 
bit dull, but Centipede is actu- 
ally a whole load of fun to play. 
k If you've got a mate with 
& Centipede too, the two 
| player link-up makes for even 

" more fun. 
¥ 

Anyone who is tired of 

samey platform romps or is just 

feeling nostalgic could do worse than 

try Centipede - it's got enough to 

keep you going back for a quick 

blast again and again. STEVE 
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London is safe f( 



else but that int 



eatureless buildings? Who 



For Game Boy (1-2 players) 

or those youthful games fans amongst you 

who don't remember the 1981 arcade hit 

Missile Command, you are the commander 

of two missile silos nestled amongst the skyscrapers 

in one of 16 cities. 

What you have to do is defend your city from 

the bucketloads of ICBMs that your dastardly 

enemy is chucking at* your home town. You move 

the target for your own missiles about the screen 

and let rip at the incoming ones. If any get through 

your defences, you risk having one of your 

skyscrapers or, heaven forbid, one of 

your silos, destroyed. Once all the 

Faithful copy of the buildings have been blasted there's 

original coin-op. The chance nothing left to defend, so it's 

to see Sydney wiped out is a Game Over time. And that's it! 

definite bonus... er... All this classic nonsense may 

that's it really show what a great game Missile 

Command was in Queen Victoria's day 



ernational architecture superhero and heir to to the throne, Prin 



10 or whenever, but does the Game Boy version 

ce Charles. have enough oomph to make you want to play 
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From Accolade 



Price £25 



*? SCUDS f 

A very basic game with 

one-dimensional graphics. 

The gameplay is marred by 

unresponsiveness and 

poor control 
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Disaster! All your skyscrapers and silos have 
been destroyed but the enemy has rather 
cruelly left Sydney's Opera House intact. 



Looks LiSHflSHHHHH 

■ Just like the original - tiny, basic sprites 
but boy, do they move fast! 

Sounds ■■■»■■■■■■ 

B Simple blast and zap sounds, with a 
plinky-plonky tunette thrown in 

Gameplay ■■■■■■■BBB 

■ There's not much variety, but it's tough 
and addictive. Two players add to the fun 



Lifespan ;■ ■ ft if ft ft ft ft li |B 

■ Not one you'll stick at for hours, but 
you'll probably dip into it frequently 




Pretty good conversion, 
which is fun to zap away 

at every now and then. 

Simple stuff really, but 
that's Centipede for you I 




Looks . »»* ft ft ft ft ft ft ft 

■ As basic as they come, with added 
blurry explosions. The background is okay 

Sounds HiHSSSSSHiSS 

■ Vaguely military pfft, bang, beep-beep 
noises. Functional but hardly impressive 

Gameplay ■■«■■■■■■■ 

■ The target feels sluggish, and the classic 
gamestyle hasn't translated that well 

Lifespan ilHSSMeS!! 

■ Unless you're a fan or it really appeals 
to you, it's hard to see this lasting long 



Could have been a bit of a 

hit on the small screen, 

but poor control and lame 

visuals mean this version 

of Missile Command falls 

just short of the target 

EJhali raUiiiii 
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For Game Boy (1 player) 



Price £25 
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If you see one of these little doorways in a level, and you've 
amassed enough cash, why not take a look at what's on sale in the 
shop beyond? Go on then, what are you waiting for...? 



emember Bill & Ted's Excellent Game Boy 
Adventure? It came out a few months 
ago and consisted of 50 screens of devilish 

jumping and puzzle-solving action. We went for it 

in a big way, and we're going to go just as wobbly 

at the knees over Solomon's Club. 

The game is similar to Bill & Ted in that it 

contains 50 different single screen puzzles in plat- 



form game style. There are a few obvious differ 
ences, though, most _ . ^^^^^^^ 
importantly in the fact 
that you can attempt 
the 'rooms' in Solomon's 
Club in any order you like. 
You don't need to complete a 
whole screen before you can 



Blimey! This place is well-stocked, isn't it? Here you can buy Fire 
Balls, a hammer to break the mirror of Camirror, a water gun, extra 
time, speedy shoes, a power hat, a fairy bell and extra lives. 






progress to the next one. 

It makes sense to try everything in the correct 
^ order, though, at least at first since 
although it starts off fairly easy 
h (level one can be polished off 
. . within an hour) it then starts 
i getting harder than granny's 
sponge cake. By level three 



fun 
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i fairly standard 

screen, made harder 

;ome craftily placed 

_re's Seals. Most of the 

enemies can be killed by 

troying the rocks as 



This room is quite 
easy once you get 
the hang of it. Zig-zag up 
the screen, avoiding the 
spooks, and go to the 
right, then back down 



No enemies here - 

it's just a race 
against time. You can 
only place rocks in the 
empty squares so a lot 
of jumping, placing and 



An easy room, once 
you realise the 
blocks in the bottom 
corners can be used as 
lifts. There's no baddies 
and the whole thing can 



This looks harder 
than it is. Move after 
the Lion's Head above 
you fires and you should 
have plenty of time to 
reach the next platform 
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Oh dear! Completely walled-in. But all is 
not lost for our resourceful hero. By using a 
combination of head-butts and shovels... 

it's a case of gritted-teeth determination and 'if at 
first you don't succeed...' 

In each room there's a key and a door. Collect 
the key to open the door, and go through the 
door to complete the screen. Sounds simple 
enough, huh? Not when you throw in 1 1 different 
types of enemy and some cruelly positioned plat- 
forms it isn't. 

The character you play is an apprentice magi- 
cian called Dana whose only real magic power is 
the ability to create and destroy blocks. This is 
extremely useful, as it means you can call up blocks 



Frightening, isn't it? Don't give up though. 
Each time you play you'll learn a new 
strategy to carry you through the levels. 




... He can dig a route to the key and ulti- 
mately onto the exit. The puzzles seem 
impossible at first but perseverance pays. 

to jump on when you want to move your way up 
the screen. 

Solomon's Club is more puzzley and less plat- 
form gamey than Bill & Ted, with touches of 
Boulderdash thrown in for good 
measure. The ability to select 
any room you like means ^ 
that if you get stuck you JH'-. 
can always return to an 
easier screen or move 
straight on to the next one. 
But even when you've finished a screen, you'll still 



■ There's a large selection of very detailed 
sprites and everything moves really nicely 

Sounds ■■■■■■■■■■ 

faanmt faanij. iteaam fiwwWf Mam. l tomw. WKBafc'HnMHB. mnaaic -iwWW> 

■ Some rousing tunes and brilliant effects. 
Sound-wise this game is a stonker! 

Gameplay ■■■■■■■■■■ 

■ Incredibly addictive gameplay, heaps of 
variety: you'll be hooked straight away 

Lifespan ■■■■■■■■■■ 

■ You won't rest till you've completed all 
50 of the (increasingly difficult) puzzles 



' 



A stunning puzzle game, 

featuring the best 

elements of a variety of 

games styles. Brainboxes 

and arcade fans alike will 

go wild - join the 'Club' ! 



. 
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return to it - it's that good. 

The graphics are neat, the sound is outstanding 
and the game itself is one of the most addictive 
Game Boy carts of all time. 
I Whether your favourite game 
I is Tetris or Super Mario 
^ World, you'll find the sort of 
gameplay you like in Solomon's 
Club. Even when you've completed 
all the rooms, you'll still |~j 
want to keep playing it. Simply 
outstanding. STEVE 



OT 



are so different that some rooms are virtually separate games in themselves. Here is a quick tour round the ten rooms in level two. 





This is quite nasty, 
as the sparkling 
balls are constantly 
moving and kill on 
contact. Placing rocks to 
box yourself in is the 



best tactic. 



These cockroaches 
have a nasty habit of 
disguising themselves as 
rocks. When killed they 
roll towards you incred- 
ibly fast, so get out of 



Once that ball is 
freed there's no 
telling what chaos will 
result. If you're stupid 
you could end up at the 
bottom of a big deep 
hole with no way out. 



A whole host of 
enemies faces you in 
this room - trial and 
error will help you find 
the best route to the key 
and back. Placing blocks 
as barriers i 



Very tactical, 
this. Even wh 
you work out how to 
solve it, anything less 
than mega skilful 
joystick work will r~- 
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MISSION 
IMPOSSIBLE 

The codes to make 
your mission not 
quite so impossible 
come from Juan 
Carlos Rodrigues 
of Wembley. 

Area 2 - HMPR 

Area 3 - KMVW 

Area 4 - XDGJ 

Area 5 - TVJL 

Area 6 - QBYZ 







TRICK 



Purple is the colour this season, 
especially on the final level of 
Mission Impossible, which you 
can reach with our fabby tips! 



TACTIX 



Welcome, once again, to TOTAL! 
Tactix, your bumper selection of 
hints and tips for your SIUES, MES 
and Game Boy. Fabmungous, eh? 
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BIOIUIC 
COMMANDO 

Six million dollar 
help with this game 
from Graham 
'Eddie' Cochrane 

of Dunfermline. 

When the Game 
Over screen appears, keep your 
finger on the A button and when 
the title screen appears, press Start 
quickly for infinite continues. 



Budding Evander 
Holyfields needing 
help in this game 
should follow the 
advice of 'Iron' Grahame Jame 
from Surrey. At the end of round 
simply press Select and up and 
keep them held down until the 
referee shouts 'Fight'. And whad- 
daya know, faster than Frank 
Bruno's mental arithmetic you'll 
have doubled your power! 
However, you can only use this 
neat little trick once every fight so 
you'd better use it wisely. 

Metal fatigue? If you 
want to get near to 
I the end of this game 
try entering the 

following code sent in by Jason 

Dick from Reading: 

Tim, lien, 

11111,11111,11116. 
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TRICK 



1 I f \ DYNA- 
\ =j ^ BLASTER 

To get a sickeningly 
large pile of cash 
change the first 
number letter of 
the password in game A to the 
letter X. Many thanks to Michael 
Wai-Kin-Lam of Stoke -on-Trent 
for this clever little trick. 



TRICK 






This puzzler's just too hard for it's own good. If you have got it and want to 
get your money's worth, enter ZEAL as the password to choose any level 
you jolly well like! 



Look at all those multi-lasers, side protectors, missiles and drone 

I. What an ace " 



lis cheat lets you choose which weapons you want on your ship. On 1 
title screen press down, R, right, down, right, right, down, right, down, 
down, start. When the game starts pause it and press R, right, down, Y, 
down, right, down, left, right, down, right, right. You can now choose 
which laser you want by pressing one of the following keys: 
Air-air laser - A, Air-ground laser - B, Reflective laser - X, Split laser - Y, 
Shooting gun laser - R. 

After choosing a laser you then press either A for a homing missile or X 
for an air-ground missile. Many thanks to S Clark from Renfrew for this 
fabbo cheat. 



BURAI FIGHTER 

This violent arcade romp isn't that difficult to complete. 
But if you're feeling a bit dweebous with this one, here are 
the level codes. One thousand and one 'thank you's to 
Chris Dubery for these tips. 
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Stage 2 - BQLL 
Stage 3 - CQMP 
Stage 4 - DTLL 



Stage 5 - RDRW 
Stage 6 - RQCR 
Stage 7 - GQMR 
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GUN SMOKE 

If you want to start this game with an extremely vicious 
and butt-kicking machine gun complete with 300 bullets 
then try the following cheat sent in by Daniel and 
Richard Myers of Mexborough (Where?!?). On the title 
screen press A four times, Select four times, right twice, 

then Start and hey-presto, abracadabra, krackisackinackipoof, by the hair 

of Steve's syrup... you should have it! 

GARGOYLES 
QUEST 

Here's a code to get 
you straight to the 
final level from 
David Quigley from 
Brummieham. Just enter KKKK- 
KKKK as the password and your 
quest should soon be over. 




This great looking 
arcade adventure 
gets really tough in 
the final few levels. 
If you're having 

trouble reaching the end, have no 

fear, Essex Man Lee Osborne has 

come to the rescue. The passwords 

for all the levels of the game are as 

follows: 

Level 2 - 06769075 

Level 3 -28611065 

Level 4 -97115115 

Level 5 - 52006105 

Level 6-41305135 

Level 7 - No codes 

Level 8 - 63906695 

Level 9 - 12800785 

Level 10-23430453 

Level 1 1 - 97734444 

Level 12A- 52622574 

Level 12B -41121564 

Level 13-77027514 
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GHOSTS W 
GOBLINS 

Tired of getting 
beaten up by all 
manner of nasty 
beasties in this 




game? Well, for an ultra-spiffy 
level select try the following cheat 
we've been sent by Paul 'Do Wah 
Diddy' Jones of Llandudno. On 
the title screen press right and B 
three times, up and B three times, 
down and B three times, and left 
and B three times. Then press Start 
and A and B to choose which level 
to start on. Yip! 



Pass codes for all levels from the dangerously hyper-active Mike Wai-Kin- 
Lam of Stoke-on-Trent. Why don't you have a nice lie-down, Mike, go for a 
relaxing walk or something. All these tips can't be good for your health. 



Level 2 - 


- SKYHPPR 


Level 3 - 


- LKYBYSS 


Level 4 - 


- CHPLFTR 


Level 5 - 


- BYMSFWR 


Level 6 - 


RGHTHND 


Level 7 - 


- GDGMPLY 


Level 8 - 


TRYHRDR 



Level 9 - 
Level 10 
Level 1 1 
Level 12 
Level 13 
Level 14 
Level 15 



SDRYSKS 

- CMPTRWZ 
- CHPYBYS 

- VRYHPPY 

- GMBYQZD 
- LVLYTYZ 
- GDDYGMZ 




THE WINNERS! (Off some tacky TOTAL merchaujiJJ^J 



Our TOTAL! Tactix section just wouldn't 
be the same without all the hints, tips, tricks 
and solutions that you send in to us each 
and every month. And let us tell you now, 
your efforts don't go unrewarded. This 
month G. Sargent from creamy Devon 
wins a big bag of gravel and a spade for his 
ace solution to Digger T. Rock. 

This month's TOTAL Tacticians are Juan 
Carlos Rodrigues (yip!), Grahame Jame 




(hurrah!), Jason Dick (sproing!), 
Graham Cochrane (squeek!), 
S. Clark (ftang!), Chris 
Dubery (cluck!), Michael 
Wai-Kin-Lam (freep!), 
Daniel and Richard Myers 
(hubba!), Lee Osborne 
(whoop!), David Quigley 
(neep!) and Paul Jones 
(hnnnngh!). 




\__/ 



They all win a TOTAL! T-Shirt, which 
we'll be sending off as soon as 
Steve's dived into his Piggy bank 
and gone off to the shops. 

If you want to win yourself some 
stuff send us in your cheats, maps, 
solutions, codes and tips to: 
TOTAL! TACTIX, 
29 Monmouth Street, 
Bath, BA1 2BW 
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Once again we take a look at your gaming questions, 
realise we haven't got a clue about any of them, then 
ask the readers if they're any less hopeless. So if you 
have any questions or answers send them to Q&A, 
TOTAL, 30 Monmouth Street, Bath, BA1 2BW 



Candle quandary 

Dear Q&A, 

I need a little bit of help on Zelda 
2: The Adventure of Link, as I often 
get killed in the caves. Please, 
please could you tell me where to 
find the candle and how to get 
hold of it? 
Ian Hamilton, 
South Hetton, Durham 



Dear Ian, 

Well, Ian, if you saw last month's 
Q&A you'll have seen how we 
begged for a complete solution to 
Zelda 2, and our vast army of 
TOTALites has come to our rescue. 
We'll be printing the solution in 
the September issue. Hope you can 
wait, Ian (and all you others stuck 
on this game). STEVE 



Bart attack 

Dear Thicky and Baidy, 

Could you please tell me how to 
finish level five on Bart Simpson v 
the Space Mutants on the NES. 
Chris Martin. County Antrim 

Dear Christopher, 

Well, I'm afraid I'm a bit of a thick 
git when it comes to this game (or 
any game, Thicky - Steve). 
However, Joseph Hillier of East 
Sheen sent in some useful tips that 
might help you complete the game. 
You need to collect sixteen power 
rods to complete this level and, 
apparently, fifteen are easy to get. 
Wait for them to appear, pick 'em 
up and give 'em to Marge who'll 
take them to the reactor. To get 
the last rod find Maggie, stand next 
to her and press 'B'. Cinch, huh? 
Apart from this, Joseph says the 
level is fairly manageable, but in 
case you need them here are the 
codes for each of the five floors: 
Floor 1-14 

32 

11 

41 

21 

Well, with any luck you can now 
finish the game, Christopher, and a 
great big pat on the back for 
Joseph from Steve. ANDY 



Floor 2 
Floor 3 
Floor 4 
Floor 5 





In the ensuing battle, the independent Ms Red Dress kicked seven 
shades of shinola out of the rather rude young Link. Avoid similar 
hassles by reading our complete solution in the next issue but one. 



Bouncy, bouncy, bouncy... 

Fidel-de-dee 

Dear TOTAL, 

As a great revolutionary leader I 
have very little time to play games, 
and unfortunately Cuba's economy 
is a pile of guano right now so I 
can't afford to buy many new ones. 
You can imagine my frustration 
that I am unable to complete the 
Amazon level of Duck Tales on my 
foreign minister's NES. Please could 
you help me as both the United 
Nations and the International 
Monetary Fund have been unable 
to offer any help. I love your maga- 
zine and have every issue on 
display at the Cuban national 
library. 
Fidel Castro, Havana 

PS Please could you send me a 
TOTAL T-shirt as I'm fed up with- 
wearing these green uniforms. 



and, er, boing, boing, boing. 



Dear Fidel, 

What do you think we are, stupid? 
We know that the real Fidel Castro, 
hero of international socialism, 
doesn't have an NES and he's prob- 
ably too proud to ask for our help 
anyway, so there! But for those 
TOTAL readers who are genuinely 
stuck on Duck Tales, here's a tip. 
Go to where Launchpad is standing 
and continue right until you reach 
the first idol. Keep jumping on the 
left hand side of it. Get on the box 
that appears, jump and press up on 
the control pad. You'll go up on a 
vine and on to a platform. Follow 
the other rope down and go 
through the door to the treasure 
keeper. If you're still stuck, look at 
our solution to Duck Tales for the 
Game Boy on page 70. The two 
versions are almost identical so it 
might help. ANDY 
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Dear Steve and Thicky, 
I have been playing Gremlins 2 for 
about a month now. I cruised 
through level one, but level two 
has really stumped me. I can get to 
the end-of-level baddie with three 
lives and almost full energy, but 
then comes the problem - I just 
can't do the baddie. Please, please, 
tell me the secret to killing him. 
Edward Daker, West Lea 

Dear Edward, 

Having never played Gremlins 2 



before, I slotted the cart in 
expecting to find an incredibly 
difficult game but as it turned out, 
on my very first go I managed to 
reach the end of the level to face 
the giant jumping gremlin. I don't 
know if you thought that there 
was something special that you 
had to do in order to defeat him, 
but it really is just a case of 
keeping out of his way and 
shooting him with your giant 
match. It takes a fair few hits to 
down him but that's all there is to 
it really. STEVE 




What's big, ugly, nasty, and has funny ears? No, It's not Masher, it's 
the end-of-level nasty in the sewers of Gremlins 2, To Bent him, just 
circle around him when he jumps and shoot him as he lands. 



Castle hassle 

Dear Total 

I think your magazine is brilliant 
and it's the only one I collect. You 
have given cheats for SMB3 but you 
haven't given a cheat for 
completing the first castle with the 
maze in World 8 Stage 8-2. 

I have tried time and time again 
but with no success. Please give me 
the answer. One more thing: my 
friends who collect TOTAL say that 
Thicky is thick! I don't believe them 



so here is a tiny question for you to 
answer: What is 1 +1 ? Thanks! 
David C George, Puggins 

Dear David, 

Sorry David, ol' Thicky hasn't got a 
clue - no surprises there - and I 
can't help you either. Over to you, 
TOTAL readers. If you can help, 
send in your info and we'll send 
you some goodies. STEVE 
PS It's a sum, whaddaya think I am, 
dum or something? ANDY 




Bone groan 

Dear TOTAL, 

Help me, help me, help me! I just 
can't get past the skeleton at the 
end of level six on the NES game. 
Wizards and Warriors. You've got 
to help me as I've torn out so much 
of my hair that I'm almost as bald 
as Misery Guts! 
Jonathan Miller, Pinner 

Dear Jonathan, 

Hmmmm, almost as bald as Baldy, 
huh? Don't worry, I think you're a 
long way off from that! The 
skeleton is about the toughest of 
the end-of-level guardians in this 
game. To beat him you have to 
start shooting as soon as he appears 
and then jump over him when he 
gets close. Be sure to jump over him 
soon after he jumps so that you 
don't collide in mid-air. Keep to this 
technique, and kill him four times 
to finish him off. ANDY 



Warts and warps 

Dear Misery Guts and Thicky, 

My friend Mikey says that there's a 
warp on level 1 of Battletoads on 
the NES that takes you straight to 
level 3. 1 have been trying to find it 
for ages but I'm pretty hopeless at 
it. Can you help me? 
Georgina Smith, Rotherham 

Dear Georgina, 

The warp is actually quite easy to 
find, even if we do say so ourselves. 
As soon as your Battletoad comes 
down the rope, run to the left of 
the two swords that shoot up out 
of the ground. Headbutt the pig on 
the left then butt the pig on the 
right. Then run as fast as you can 
on to the second platform where 
there should be a collection of 
white dots. If you were fast enough 
and hit the dots you'll be warped 
all the way to level 3. It's as simple 
as that! STEVE 



Strife off Brian 

Dear TOTAL, 

In Issue 4 you showed a code for Simon's Quest which gave you all the 
things that you need to complete the game, but I don't know how to get to 
the end of the game. Please could you help me, you totally amazing flongy! 
Brian Whatley, Tillicoultry 

Dear Brian, 

Erm, well as you can see from elsewhere in this ish, we've only just got 
around to reviewing the Castlevania games and we did find Simon's Quest a 
wee bit tough to say the least. If anyone out there can do this game, send 
us everything you know and we'll pass it on. STEVE 




Castlevania II: Simon's Quest has flummoxed 
our resuce and send In a solution. 



Dohl Your thickety-thick TOTAL! team haven't a clue with this one 
and poor David Is stuck waiting for an answer. If you know what to 
do here drop us a line at Q&A and you could win some crap. 



Mega-hurts 

Dear Q&A, 

On Megaman 2 (NES) I can get all 
the way to the third stage. I can 
make it past the Crabbot, through 
the water, past the mines and the 
big robot jobby. But when it comes 
to Gutsdozer I'm completely lost. 
Do any of your radical TOTAL fans 
know what i should use in order to 



"defeat Gutsdozer? 

Toney Graeme, St George, Bristol 

Dear Toney, 

Defeating Gutsdozer is simple 
when you know how. What you 
have to do is shoot at his eyes with 
the atomic fire and in no time you 
should be through to the next 
stage. Easy! ANDY 



TOTAL: 
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As promised, here 
are the final four 
maps for Digger 
T. Rock. They 
were sent to us 
by G Sargent of 
Devon and he'll 
be receiving a 
whole lotta free- 
bies for his help. 
You could win 
something too if 
your tips are good 
enough. Send 'em. 
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Welcome to the 
second part of our 
mammoth Star 
TACTIC wars solution. 
This month, we combat 
the Imperial Troopers, 
Boba Fetts and Jawas of 
the Mos Eisley Spaceport! 



Cantina 



17 BCjmp irff „ 16 Stand here, wait for 
I * tfwlast "the blue guy to Tire, then 
jj - -Greedo and ■£ run and jump over him. . 
I , then exit! • , » „ 






15 Wait at the bottom 
" "of the steps tbr 
Greeny to approach. 



1 Walk right and stand here. 2 Stand here and wait until you 3 ... Then get 4 Stand here 

When Green Greedo number 1 see the blue guy's bazooka fire, ready to sabre ready for the 

gets near, swipe him! As soon as it stops, run and Greedo here! next Greedo. 

jump over him... 



(Mos Eisley 



1 Wait here until you see 2 Slash this 

the Trooper's bullets - little Jawa 

jump them and sabre him. blokey! 



3 Stand here and swipe 

your sabre when the Jawa 

is on this step. 



Watch out| 
for this 
Trooper. 




7 Quickly 

run up 

behind 

Boba and 

wipe him 



8 Watch out for this Jawa who drops down! 



in ; i .":"»j yrr^w!^>ry 




13 Jump over the 
bullets and kill this \ 
Trooper. 
3 \ 
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Jump over this Trooper's bullets and 
then kill him. Get the one on the plat- 
form above, with a jump 'n' swipe. 



Watch out for this sneaky 
Jawa who approaches at 
high speed from the right! 



Simply walk off the 
platform, drop down 

right and kill Boba 

Fett (before he gets a 

shot in!). 



Spacepo 






There are five Storm Troopers in 
Hangar 94 and, to be honest, it's 
easier to jump over them than it is 



to kill 'em. Once inside, press and 
hold button 'B', then start a run up. 
You need to jump five times at the 



points marked. With the final jump, 
leap up towards the ladder and 
press up to climb. Ha! 



M:i: 



1 Wait below the 

laser turret. When it 

stops firing move up 

and walk right. Jump 

the Trooper's bullets 

and swipe him. Then 

run along and sabre 

the Trooper on the 

right. Avoid the next 

laser beam (easy). 
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1<f You%can swipe 13 Stop here! Wait for 12 Run and jump right 

this g~«Iy from 1Z~\ " Greedo to appear across this ga"p\ 



then sabre 'im. 



11 Bump off 
Greedo here*.' 

I 



10 Jump back across 
" the ga"£ 






if - 



S Watch out for 6 Wait here for bluey to 7 Wait here ready 

another Green Greedo approach then jump over him to swipe Green 

just about here. and up onto the platform. Greedo (again). 



8 Hold down 'B' and 9 Although you've got 

take a running jump Han, don't use him to 

over to meet Han. get back - use Luke. 



Run right at full speed, get close to Boba 
Fett and swipe just as he turns around! 



5 Stand here I 
and sabre Boba 
Fett no. 2. 




m 



tl Quickly, jump 

over the box and 

stand here. Then 

bump off Boba. 



5 Wait for the lasers to fire 

and jump into the gap. 
Crouch down and wait for 

them to fire again. Then 
quickly jump up and collect 
the shield. Wait for the laser 

to fire again and return to 

the gap. Wait again and then 

jump out and right. It's all 

down to timing! 



7 Getting this shield is dead 
tricky! Wait for the lasers to fire 
and then step off the ledge. When 
the lasers fire again, jump up in 
the air - hold button A and hover 
for as long as possible. When the 
lasers stop, run in, get the shield 
and run back. Jump up in the air 

again to avoid the lasers, and 
then jump back up onto the box. 




10 finally , watch odt;f or the. testJv/a,S$prm* 
Troopers - get ready-to 'jump their bullets. 



V--V5 ray 
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Was a musket blast 
up the parson's 

nose strictly 
necessary Steve? 



Here's a solution to the main 
levels of the game, and to the 
final level which will allow you 
to complete the whole game. Now 

TACTIC doesn't that just fit the bill? 

THE HIMALAYAS 

Go right and down second rope. Pogo off blocks over big wall to left. Get food 
from Nanny. Go right across ice and down hole. Go down rope where 
Launchpad is standing, go left across the gap and down the next rope. Go left 
avoiding the stalactites. Go up the rope, talk to the duck and continue up rope. 
Free Bubba and collect extra hit point. Go down, walk right and go up rope. 
Go left and up the rope. Avoid the boulder and carry on up. Go left, up rope, 
right, across moving platform, and into giant monster's lair. 



TOTAL- 



HP ### 



50000 
TIME 442 



Use your pogo stick to bounce on the monster's head, thenbounce 
straight onto the ice block to free Bubba. Simple as that! 

THE MOON 

Go right and up the first rope. Go all the way left and up the rope. Go right, 
up a rope, right again and up another rope. Go left and pogo on three spikes 
over the big wall. Collect UFO key, go back left and down the rope. Go left, 
down rope and head right, through the wall. Collect the remote control, go 
back left and up the rope. Go right, up and all the way right to some platforms. 
Go down, and left across some blocks. Drop down and go right across the 
moving block past the monsters. Wait for Gizmo to destroy the blocks and go 
down. Go all the way left and face the giant cat - easy, huh? 

TRANSYLVANIA 

Go right, up rope, left, over the tombstones and into mirror. Go right, destroy 
the blocks on the floor, go down, left, destroy some more blocks and go 
down again. Go into left mirror, destroy blocks, go down three screens and 
right across collapsing bridge. Destroy blocks, go down, then left, avoiding the 
ghosts, and face the Vampire Duck (no, not that one - wrong cartoon!). 



HP •♦*© 



50000 
TIME 320 




Dodge the Yeti when he shakes 
the walls, then pogo his head four 
times to beat him. Take that! 



Gee, I'm reaaally 

sorry. And'. I 

thought you were a 

duck - honest! 



THE AMAZON 

Go all the way to the right until you 
get to a rope with an arrow pointing 
up. Go up it. Jump left, leaping 
across the platforms - with a little 
help from Launchpad. Continue left 
across the collapsing bridge and go 
left to where the toll booth is. Pogo 
on as many monsters as you need to 
get the cash and then go up the 
rope. Go left across another 
collapsing bridge and all the way left 
to the end-of-level nasty. 




TOTAL 
P. 2 

HP *•€ 



20000 
TIME 444 



- TOTAL 
P. 2 

HP «f*0 



:oooo 

IME 422 





I 
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Launchpad's flying crate looks a Have a chat with Launchpad and 
bit dodgy, but hitch a ride on the you get to restart further into 
thing and you'll get it across. the level whenever you die! 



TOTAL 

HP 



4250000 

lOOOOO 

TIME 400 



You'll need the key to get through this hidden door on the moonba 
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It's not the winning that 
counts - it's the flippin' 
huge wodge of cash you 
receive at the end. Yippee! 

AFRICAN MINES 

You'll go to Transylvania, SO 
enter the first mirror- Get the key 
and leave by the other mirror. 
Back in Transylvania, go all the 
„ way right and down the rope. Go 
' left across a collapsing bridge and 
'I down rope. Go right, using the 
monsters to jump over the water. 
Keep going right and then down two screens to Launchpad. Go down into the 
mine cart and then jump out of it. Go all the way left, up, and then right, across 
the water. Continue right and you'll meet Nanny. Get food, then go up and left 
to face the monster! 



O 
1 lOOOO 

182008 1 "E •• < TIME a54 

time 318 r~rrT"* 



DRACURA'S CASTLE 

The castle is exactly the same as in Transylvania, so to get to the Count all you 
have to do is follow the same route as before. To defeat Dracura you have to 
bounce off the bats he releases and then onto him. do it four times and he's 
beaten. Then all you have to do is race up the rope and jump off onto the trea- 
sure before the flying thingy beats you to it. And that's it! 



fiira 



ri«5cl!l!l*] 






p. O « : 30000 

HP ##00 TIME 350 




?£*&- 



mrm 



The monsters pop out after seven 

Nanny refreshes the parts other bounces so time your jumps well. Bounce on the bats and then onto Dracura four times and he s dead, 
ducks cannot reach... possibly. Or should that be undead? Either way. he stops bothering you. 




As promised two issues ago, here are 
two more endings for that simply huuge 
arcade adventure. Maniac Mansion. 
Assuming you've managed to complete 
stages 1-21 from issue 5's solution, 
these endings both take the place off 
stages 22 and 23. Dr Fred awaits! 



Ending #2 

Switch back to Dave, and go 
i back down to the entrance 
hall. Switch to Razor, enter the mansion, 
give the CONTRACT to Dave, then stand 
in front of the right-hand gargoyle. 
Switch back to Dave and go back 
upstairs to the Green Tentacle's room 
(the one above the radio room). Give 
the CONTRACT to the Green Tentacle, 
who then vows to protect you under 
any circumstances. 

Go back down to the entrance hall 
and stand in front of the door with no 
handle. Switch to Razor and push the 
right-hand gargoyle. Switch back to 



Dave and go through the door, then go 
left and unlock the dungeon door with 
the OLD RUSTY KEY. Continue left and 
unlock the top and bottom padlocks on 
the door to the Seckrit Lab using the 
glowing key. Now open the INNER 
DOOR and enter Fred's high score from 
the arcade machine. 

^fc ^fc Go through the inner door 
dta J ancTwaik up to the Purple 
Tentacle. After he's talked to you, the 
Green Tentacle will appear and get rid 
of him. When he leaves, open the door 
to Dr. Fred's laboratory, walk right, and 
open the locker at the far right. Get the 



RADIATION SUIT, then use the CARD 

KEY in the CARD SLOT to the right of 

you. Go through the door and pull the 

switch - Fred will be unable to shut off 

the self-destruct system. So, pick up the 

Purple Meteor, then go through the 

right-hand door into the 

garage. Open the trunk of 

the Weird Edsel (using 

the YELLOW KEY) and 

put the Purple 

Meteor in it. Close 

the trunk, then use 

the YELLOW KEY in 

the Weird Edsel... the 

car will fly off into 

space, and you've, well, 

sort of, finished the game... 

erm, again! 

Ending #3 

^« *^ Switch back to Dave, and go 
da mm back down to the entrance 
hall. Switch to Razor, enter the mansion, 
give the CONTRACT to Dave, then stand 
in front of the right-hand gargoyle and 
push it. Switch back to Dave and go 
through the door, then go left and 




unlock the dungeon door with the OLD 
RUSTY KEY. Continue left and unlock 
the top and bottom padlocks on the 
door to the Seckrit Lab using the 
glowing key. Now open the INNER 
DOOR and enter Fred's high score from 
the arcade machine. 

Now switch to Bernard and go 
downstairs to the entrance hall. Go 
out of the Mansion and through the 
grating to the left of the steps as 
before. Walk left until you reach the 
WATER VALVE then switch back to 
Razor and enter the kitchen. 

*Jk "^ Once in the kitchen, TURN ON 
dC mV the MICROWAVE, then open 
it as soon as you hear the 'ping!' 
The radioactive steam should 
kill Razor (RIP), but don't 
worry! Switch to 
Bernard and TURN ON 
the water valve, then 
switch to Dave - Fred 
should send the Purple 
Tentacle to the pool to 
investigate. When the 
coast is clear, open the 
door to Dr. Fred's laboratory, 
walk right, and open the locker 
at the far right. Get the RADIATION 
SUIT, then use the CARD KEY in the 
CARD SLOT to the right of you. Go 
through the door and give the 
CONTRACT to the Purple Meteor. When 
the Meteor is interviewed by Mark 
Eteer, Sandy will appear instead of 
Razor, and - yes, you guessed it - you've 
completed the game! 
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jM Yoshi's Island 2 is the first place where 
I you can build up a huge stock of extra 
lives. Right at the beginning, pick up the 
Koopa shell, jump up on the first platform 
and kick it away. It'll crash through all the 
other Koopas and bingo - one free life! 
After you've completed the level once, you 
can simply keep coming back, getting the 
1UP and then quitting the screen and doing 
it all again, as many times as you like. 



I On Yoshi's Island 3, there are masses of 
i extra power-ups for the taking, but only 

if you've hit the Yellow Switch Palace. 

Right at the start, for example, you can 

collect this free mushroom... 



... Or go down this otherwise-inacces- 
sible pipe for a Yoshi coin. Of course, if 
you do that you'll have to wave bye-bye to 
Yoshi himself, but then who ever said life 
was going to be easy? 




4 When you come out after going down 
the pipe, you can go back a little way 
to get to the halfway tape, or go back just a 
couple of steps and go down another pipe, 
which will take you to... 
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5... This nifty little bonus section. Master 
the use of the flying cape and you can 
collect enough coins here for a couple of 
lUPs, and you can keep going back and 
repeating it until your time runs out. 




6— On Donut Plains 1, when you reach the 
end you'll see this enormous stack of 
dotted blocks. Looks interesting, doesn't it? 
But unfortunately, at this stage you can't 
do anything with it... 
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7Donut Plains 2. Here, go up 
the pipe, where you'll enter 
a secret room. 




8 All you have to do is spin 
and jump to get the Koopa 
shell. Throw it up at the last 
block in the steps, making a 
vine appear which leads to the 
key to the Green Switch Palace. 




j* <■* Having revealed the Top 
I ■■ Secret Area, go back and 
do the Ghost House properly. 
Simply go through the door, 
headbutt the block, go through 
the SAME door again, and head- 
butt the block again to reveal a 
vine which leads to the exit. 




d| f R '9' 1t afterwards, grab a 

I 9 Koopa shell and kick it 
down this hill for another 1UP. 




9 Once you've completed the Green Switch 
Palace you go back to Donut Plains 1. As you 
can see, the dotted blocks have now turned into a 
towering green wall. If you now run up it (like in 
the picture) you'll find a key. 



10 



Or if you prefer, why not whack them 
with your super-dooper cape to reveal a 
massive amount of Magic Feathers first? You 
don't need 'em, of course, but you do get lots of 
points. Yum! 




^■■^ Donut Plains 3. In the 

IJF fourth smashable block is 
a vine leading to some coins as 
well as letting you skip some 
nasty bits. Later on you'll find 
some moving platforms. Turn 
the first switch OFF, the second 
one ON, then jump across the 
moving platforms at the top to 
reach a pipe. Go inside and you 
can play the 1UP game. 



jMJB Donut Plains 4. Move 

I "V quickly to avoid the 
yellow Koopa before it gets into 
its shell. Go down the first grey 
pipe then knock this Hammer 
Brother off his platform, by 
nutting him from beneath. 



^■^a Before you get to the 

I Donut Ghost House, get a 
cape. Walk left to the first gap, 
turn back, run and fly up to the 
right. Walk along to find 4 1UPs 
and a door to a Top Secret Area! 






dM^" This bit is quite busy. 

I %3 you have Yoshi, the 
second flying Hammer Brother 
will be a good deal easier to 
kill. Send him flying and the 
level's as good as over. Almost! 



^■■p Morton's Castle is easier 
Mm than it looks - just keep a 
cool head. When you reach 
Morton, keep your finger on the 
run button, as he drops down 
whenever he's right above you. 
If you're slow he'll land on your 
head. Otherwise, he's a wimp, 
so bounce him three times. 
Right, off to the Vanilla Dome... 



jM0% You're halfway to the 

U%9 Star Road. Swim through 
Donut Secret World as normal 
(go up into the first grey pipe), 
and pick up the 'P' block. Carry 
it along to this point, then drop 
it and hit it in order to get to 
the mystery block below, which 
contains the key to the keyhole. 



H f% That gets you to the Donut Secret House. Pretty 

I ■! simple stuff, until you get to the end bit. Pick up the 
'P' block at the end and carry it to the area illustrated 
(having picked up the coins which are found just to the right 
of this pic on your way along). Drop and hit the 'P' block, at 
which point you have two choices. Either go to the grey door 
which will be revealed where the coins were (to complete 
the level as normal and get to the pipe on the map screen), 
or headbutt the block as shown and quickly climb the vine. 
Run to the right and enter the grey door - and you'll find an 
enormous ghost! 





*^Mr\ Pick up a block from 
^■^#the floor. When Big Boo 
appears, chuck the block up at 
him. Do this twice more (don't 
fall through the floor), and 
he'll be dead. Now you have a 
clear route to the Star Road! 
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M E G A O R 

TITLE NEW 

2 CRUDE OUOES 32.00 

ALISIA ORAGDOX 32.00 

ARCHRIVAL* 3S.OD 

BULLS V LAKERS 3S.OO 

CHUCK ROCH 35.00 

DECAPA TTACK 30.00 

DESERT STRIKE 35.DO 

DEVILISH 35.00 

EA ICE HOCKEY 30.00 

ELANOERHONEYFIELOBOXIXG ... 3S.OO 

FERRARI BRAND PRIX 35.00 

FIGHTING MASTER 30.00 

GALAXY FORCE II 35.00 

JOHN MADDEN II 30.00 

lOROOW BIRO 35.00 

KIDCHAMELON 32.00 

LEMMINGS 3S.OO 

MERCS . ; .^...*.„ *.. 32.00 

OLYMPIC GOLD .^.-...^ ,.„......: 35.D0 

PGA TOUR GOLF 32.00 

PIGSKIN 35.00 

OUACKSHOT 30.00 

ROLLING THUNDER II 35.00 

SIDE POCKET 32.00 



I V E 



S/HAND 


SELL 


BUY 


es.aa 


19.00 


22.00 


IG.0O 


24.00 


m.au 


24.00 


1B.OO 


2*.aa 


moo 


21. OO 


IS.OO 


27. OO 


21.00 


2oaa 


14.00 


23.00 


I7.DD 


27. OO 


21.0a 


24.00 


IB DO 


21.00 


IS.OO 


24.00 


iB.ua 


21.0a 


IS.OO 


24.00 


18. OO 


ae.aa 


iG.aa 


24.00 


I8.00 


is.aa 


12.00 


24.0a 


IB.OO 


22. aa 


tG.aa 


24.00 


IB.OO 


21. OO 


IS.OO 


24.00 


w.aa 


22.00 


IB.OO 
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TITLE NEW 

BART VS SPACE MUTANTS 32.00 

KRUSTVS FUN HOUSE 35.00 

SPLATTERHOUSEII 35.00 

5POHT5 TALK BASEBALL 37.0O 

SUPER MONACO CP 30.00 

SUPREME COURT BASKETBALL ... 40.00 

TERMINATOR II 35.00 

WONOERBOY HI. ...... .~ 3D.OO 

CTUPER _J 

ADVENTURE ISLAND 40.00 

BULLS VLAKERS 40.00 

CASTUEVANIA IV -40.00 

CONTRA III 40.00 

HOOK 40.00 

JOE AND MAC 35.DO 

LEGEND OF MYSTICAL NINJA 40.00 

LEMMINGS 40.00 

MAGIC SWOHO ~,. 40.00 

PGA TOURGOLF 40.OD 

PILOT WINGS 40.00 

RIVAL TURF 40.00 

ROBOCOPIIi 40.D0 

ROCKETEER 40.00 

SIMPSONS 40.00 



S/HAND 


-■ 


SELL 


BUY 


* 


22.00 


iG.aa 


1 


24.00 


w.aa 




B4.QO 


IB.OO 


><* 


2S.OO 


i9.au 


■■■ 


21.00 


15.00 


t 


27.00 


bi.od 


f 


27.au 


21.00 




17.00 


11.00 


mi 






S/HAND 

TITLE IVEW SELL BUY 

SMASHTV „ 3S.OO 24.00 I7.QO g 

STREET FIGHTER II 4B.OO 31.00 24. OO 

SUPERBATTLE TANK 4D.OO 23.00 ffi.OO 

SUPER SOCCER CHAMP. 40.00 Z3.DO IB.OO 

SUPER WRESTLEMANIA 40.00 27.00 20.00 

THUNDER SPIRITS 40.00 27.00 20.00 ^ 

ZELOAIII.... 4B.OO 3I.OD 24.00 

HHMnhSL- — — — — 3Wfc 
( g am MJELLJLMJ '- 1 

AERIAL ASSAULT,... 20.00 I4.DD IO.DO 

AXE BATTLER.* - 20.00 14.00 10.00 

CHASE HO. 20.OO 1B.OQ 12.00 

DONALD OUCH ~ 22.00 IB.OO 12.00 

ORAEONSFURY 2S.OO IS.OO 14.00 : |j 

BAOBET TWINS 2200 IB.OO I2.DO 

GEORGE FORMANSKO BOXING.... 20.00 14.00 ID.DO 

MICKEYMOUSE 20.00 IB.OO 12.00 

OLYMPICGOLO 22.00 IB.OO I2.O0 

OUTRUN EUROPA 22.00 ffi.DD I2.DO k 

RC BRAND PRIX - 20.00 M.OO 10.00 

SIMPSONS 22. OO IG.OB 12.00 

SONIC THE HEOBEHOB 22.00 9.QO S.OO $ 

SPIOERMAN .... 22.00 WOO 12.QO 

SUPER MONACO II 22.UO IB.OO 12.00 

SUPREME COURT BASKETBALL ... 22.00 IE.OD IS.OO 

ALLPRIC 
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AFTER YOUR FIRST PURCHASE OF OVER £20 . MEMBERSHIP ENTITLES YDU TO: 




DELIVERY 

All games sent by recorded delivery 
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SALES HOTLINE 



Why pay full price far alder titles? Open 7 days a week 

Please add El per game. Buy second-hand or part-exchange your old games far new. 9am — 7pm Weekdays 

All consoles sent by courier. Thousands of new and used games In stack nawl 3am — Bpm Weekends 

Please add £5 per console. We will also buy your old games. Phone now for your tree quotation. 

El handling charge per game . . . 
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MEMBERS SA VE UP TO E&.50 IN OUR RETAIL SHOPS 



ADV ANCE ORD ERS 

We take ADVANCE ORDERS with NO OBLIEATIOX 
TO BUY. all new titles. Tap selling titles are always in 
short supply. Place your order In advance, and It will be shlpp 
to you O/V DAY OF ARRIVAL — Don't be disappointed— 
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ALL PRICES SUBJECT TO CHANl 
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■40VE7V7TJHE ISLAND „„ Sl.OO M.OO ID.OO 

1 beetlejuice za.aa is.oa B.ao £ 

BIONIC COMMAND... 20.00 74.00 10.00 ) 

FERRARI EtRAND PRIX 20.0O M.00 10.00 

GEORGE FORMANS BOXING 01.00 M.OO IO.OO 

HOOK... _ 20.OQ M.OO IO.OO £ 

SOCC&tMAMIA 2D.DO 14.00 IO.OO \ 

STAR TREK gO.OO M.OO I0.0O 

I SUPER HUNCH BACK 20.00 14*00 10.00 % 

| SUPER MARIO LAND 77-00 73,00 9.00 W- 

SUPER OFF ROAD ........ '20.00 M.OO ID.OO 

TERMINATOR I! 2D.0D M.OO IO.OO 

TOM AMD JERRY .............. ZO.OO M.OO ID .00 

TOXIC CRUSADER 20.00 M.OO 10.00 
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BATMAN.. 40.00 23100 17.00 

BUBBLE BOBBLE „ 23.00 10.00 12.00 

'CAPTAIN PLANET.. 40.00 Z7.QD 2I.OO 

DOUBLE DRAGON III 40.00 B7.00 2I.O0 

OUCH TALES ..„., ........ 40.00 Z7.0O 21.00 

FOUR PLAYER TENNIS 30.00 17.00 tl.OD ^j 

UOTEO 

IP • OIXILY 

MES £S USED GAMES 
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PLEASE NOTE 

Ilk 

Onlg a sample of our games are listed here* 

For full listing, telephone now 

far our FREE catalogue. 



B/HAND 

TITLE NEW SELL BUY 

GREMLINS II 45.00 26.00 80.00 

HIGHSPEED 42.00 &f.OO IB.OO 

HICK OFF 30.00 I7.00 M.OO 

LUNARPOOL 25.00 75.00 9.00 

MANIAC MANSION 5D.0D BB.QO Bg.OO 

NEW ZEALAND STORY 4O.0O S7.DO 23.00 

NORTH AND SOUTH 40.00 23.00 1X00 

RAINBOW ISLAND 40.00 B7.DD Bt.OO 

RESCUE RANGERS 40.00 23.00 I7J30 

ROAD FIGHTER £5.00 75.00 9.00 

ROLLER GAMES. 35.0O ZQ.OO M.OD 

SIMPSONS...... 35.00 20.00 14.00 

SOLSTICE 3D.OO I7.DO 11.00 

STAR WARS 45.D0 26.00 20.00 

SUPER MARIO BROS II 35.O0 SO.OD 14.00 

SUPER MARIO BROS III 35.00 24.00 IB.OO 

TIME LORD 2O.O0 I6.O0 10.00 

TOP GUN II 40.00 23.00 17.00 

TOTALLY RAD 35.00 20.00 14.00 

TURTLES II 45.0O 2G.0O 20.00 

WWF WRESTLING 30.00 I7.DO 11.00 

MASTER SYSTEM 

AFTERBURNER 25.O0 75.00 10.00 

ASTERIX. Z7.0Q IB.OO I4.DO 

BASKETBALL NIGHTMARE 25.O0 75.00 IO.OO 
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S'HAXO 


TITLE 


NEW 


SELL 


BUY 


DOUBLE DRAGON 


es.ao 


15. OO 


IO.OO 


DONALD DUCK 


25. O0 


IB.OO 


13. oa 


FLINTSTDNES 


25. oa 


IB.OO 


13.00 


INDIANA JONES 


25. OO 


I5.O0 


IO.OO 






13. OO 
IB.OO 


14. OO 

II. DO 


MERCS „.... .„,„.,;.„„.'...„;. 


...v. 27.00 


MICKEYMOUSE 


25.00 


IB. 00 


13. OO 


MOONWALHER 


25.00 


75. OO 


ID.OO 


PSYCHO FOX 


25. DO 


15.00 


ID.OO 


SHINOBI 


25.00 


75.0O 


IO.OO 


SONIC THE HEDGEHOG 


25.00 


72. DO 


7. DO 


SUPER MDNAEO 


25. 00 


15.00 


IO.OO 










IO.OO 






17.00 
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13. oa 






17.00 

14.00 

I4.O0 










ROBOTRDN 


„.. 23.00 


la.aa 














I7.00 

M.OO 






S3.00 


IO.OO 


VIKING CHILD. 


23. OO 


14.00 


ID. DO 




E3.DO 


14.00 


ID.OO 
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The definitive guide to Nintendo games (and what we think of them) 




Erm... what do you want us to say? That this section will make you rich? That 
it'll make you live forever? No, TOTAL Recall is a buyer's guide, plain and 
simple. (But it does make you popular with members of the opposite sex!) 

Bayou Billy 

Konami 

1 player £35 

This is an atrocious mish-mash 
of ripped-off game styles that, 
without exception, do no 
justice to the source they were 
taken from. All in all this must 
surely be the worst Zapper 
game ever created. 
* 

Blades Of Steel 

Konami/Paleom 

2 player £35 

Okay, so the graphics aren't 
that brilliant, and there are 
annoying in-betweeny screens 
that you can't opt out of. But if 
you want a highly playable 
two-player ice hockey game, 
then this one'll keep you going 
for months with its icy action. 
**•• 

Blaster Master 

SunSoft 

1 player £40 

Although basically just another 
multi-level platform shoot 'em 
up, this is one of the better 
games of its type, with neat 
graphics, puzzles, and plenty 
of exploring and map-making 
to keep you busy. It just goes 
on a bit and fails to cough up 
any passcodes. 
*••• 

Blue Shadow 

Taito 

1-2 player £35 

A platform hack 'em up which 
has slickness forcing its way 
out of every pore. Amazing 
graphics and a huge amount of 
varied enemies and backdrops. 
There's also a simultaneous 
two-player option, but experi- 
enced gamers will find it easy. 
*••• 




A Boy And His Blob 

Nintendo/Absolute Ent' 
1 player £35 

OK, so there's some good, 
original ideas, tidy backdrops 
and neat animation, but that's 
about it. There's only two 
levels, lots of wandering 
around and not much action. 
All in all, pretty slow and 
pretty dull. 
** 



Batman 

SunSoft 

1 player £45 

Grab your mother's tights and 
let's go. There are five massive 
levels to this tough platform 
game, with over 15 different 
baddies to batter and loads to 
discover. Beautiful backdrops 
and a bat-dude with smooth 
moves make it a must. 
••** 




Bubble Bobble 

Taito 

1-2 players £30 

This age-old classic has 226 
levels of the most frantic, 
addictive platform action that 
your NES can chuck at you. A 
simultaneous two-player 
option is the icing on the cake 
of this almost perfect arcade- 
to-NES conversion. 
**** 

Captain Planet 

Mindscape 
1 player £40 

The environment is having a 
pretty bad time of it. Defeat 
the polluters using special 
vehicles and five different 
superpowers in this scrolling 
shoot 'em up and maze explo- 
ration game. 
•*•* 

Captain Skyhawk 

Nintendo/Rare 
1 player £35 

Super-smooth graphics and 
adrenaline-inducing action 
combine to make Captain 
Skyhawk a superb all-round 
blast 'em up. Each mission 
features three varied stages, 
with loads of power-ups. 
**** 



Caveman Ninja 

Elite 

1 player £35 

This game looks good but plays 
bad. With gorgeous back- 
grounds and massive 
end-of-level dinosaurs it might 
look like one of the best games 
ever, but it's spoilt by a badly 
structured difficulty level and 
seriously repetitive gameplay. 
••• 

Chip 'n' Dale Rescue 
Rangers 

Capcom 

1-2 player £45 

You can play simultaneously 
with a friend (which can prove 
to be a help and a hindrance). 
Great graphics, great 
gameplay, great guardians... 
great fun (if a bit easy)! 
•••• 

Defender Of The 

Crown 
Palcom/Konami 
1 player £40 

You play one of six knights on 
a quest to become the new 
monarch. Raise armies, then 
use your cunning and skill to 
decide who to attack first. But 
this strategy game doesn't 
really cut the mustard. 
••• 
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Dragon's Lair 

Elite 

1 player £35 

Dragon's Lair features lots of 
intriguing puzzle eleriv. 
unlike the laser disc Arcade 
version. And the animation 
(especially on Dirk the hero) Is 
pretty amazing 
*••* 

Duck Hunt 

Nintendo 
1 player £30 

Duck Hunt is a mildly enter- 
taining Zapper game with two 
different games included. 
There's duck shooting and clay 
pigeon shooting. Fine if you 
get it free with the Action Set, 
but don't buy it separately. 
• 

Duck Tales 

Capcom 

1 player £45 

If you're a Disney fan then this 
is the game for you. It's a 
standard running and jumping 
game but pretty playable, 
with good animation and 
groovy characters. Still, there's 
nothing unusual here. You've 
probably already got several 
similar games. 
••• 

Digger T. Rock - 
The Legend Of The 
Lost City 

Milton Bradley/Rare 
1 player £35 

This dig 'em up is smoothly 
presented, with colourful 
graphics and some slick anima- 
tion. There's also a lot to 
explore and discover, but it's 
dull! Levels are too big and it's 
frustrating and annoying. 
•*• 

Donkey Kong 
Classics 

Nintendo 
1 player £25 

Features Donkey Kong and 
Donkey Kong Jr, two ancient 
Mario platform games. They're 
almost exactly the same as the 
arcade originals but both 
games are looking a bit old. 
•*• 

Gauntlet II 

Mindscape 
1-4 players £40 

Excellent digitised speech, 
ultra-smooth scrolling and 
simultaneous four-player 
baddie-blasting action. As near 
to a perfect arcade conversion 
as your NES will see. With over 
100 levels, this is a real gem - 
great fun! 
•*** 



Ghostbusters II 

HAL Laboratory Inc 
1 player £35 

Some decent graphics and a 
nice variety of opponents 
adorn this scrolling blast and 
suck 'em up, but It's easy and 

goes on a bit. 

Goal! 

Jaleco 

1-3 players £40 

It's easy to see why the Yanks 
are so pathetic at the game. 
Lousy graphics, abysmal sound 
effects, slow action, confusing 
gameplay-Goal! is unrealistic 
and very frustrating. 
** 

Gremlins II 

SunSoft 

1 player £50 

Fiendishly challenging 
platform shoot 'em up which is 
viewed from above. It looks 
great, plays great, but let's 
face it, 50 quid is too much. 
••• 

Gumshoe 

Nintendo 
1 player £30 

This is more like a Mario game 
than a Zapper one, in which 
you have to shoot the hero to 
make him leap over platforms 
and avoid enemies. Fairly 
entertaining, but it's a bit too 
weird for long term fun. 
*** 

Hogan's Alley 

Nintendo 
1 player £30 

Same sort of point 'n' shoot 
action as Duck Hunt but this 
time you're a trainee cop who 
has to hit the targets but also 
be careful not to shoot any 
innocent civilians. Good fun 
but still not enough variety to 
keep you playing. 
•* 

Hook 

Ocean 

1-2 player £45 

A really neat movie licence, a 
bit like Star Wars in structure 
but much sweeter to play 
(could be faster, though). 
Lovely between-scenes music, 
bright clear graphics, and a 
real feel for the characters. 
You'll be hooked! 
•••• 

Isolated Warrior 

Nintendo/Vap Inc. 
1 player £35 

Spooky alien graphics plus 
loads of power-ups and add- 
ons give this 3D-ish shoot 'em 



up bags of atmosphere. The 
huge levels tend to drag on a 

bit, and the visuals get a bit 

flickery at times, but it's fast. 

furious fun. 

•*•• 

Ivan 'Iron Man' 
Stewart's Super Off 
Road 

Nintendo/Trade West 
1-4 players £30 

Eight different dirt-tracks 
await you and up to three of 
your chums for a day of off- 
road racing. You view the 
tracks from above as you make 
mincemeat of your opponents. 
It's far too easy, however - so 
play it with your friends (great 
fun!) or give it a miss. 
**• 

Jack Nicklaus Golf 

Konami 

1-4 player £35 

There are loads of options and 
features and the views are 
really detailed. But it's spoilt by 
a very inaccurate putting 
section and the feeling that 
the distance of your shot 
depends not only upon wind 
and club choice but also upon 
whether the NES is in a good 
mood. Good but flawed. 
*•• 

Kickle Cubicle 

Nintendo/lrem 
1 player £30 

An intriguing puzzler which 
requires brain power and fast 
reactions. The graphics and 
sound are great but the chal- 
lenges are a bit easy. There are 
harder bonus levels but even 
these won't last long. 
*** 




What can we say? Low G man 
has it all! It's all fast 'n' furious 
with wonderfully vast levels, 
beautifully drawn graphics and 
frantic soundtracks. Add to that 
the brilliant weapons and 
gadgetry and you've got a real 
mind blower. It's huge, it's 
playable and it's ingenious. 
Swoonsome stuff! kkk-kk 



Konami Hyper 
Soccer 

Konami 

1-2 player £35 

Fast and exciting, this is a near- 
perfect conversion of a pretty 

impressive arcade game, 

Simple controls make for good 
two-player action, although 
tactical play is a bit limited and 
it gets a bit easy once you get 
the hang of it. 
**** 

Maniac Mansion 

Jaleco/Lucasfilm Games 
1 player £55 (!) 

An ancient menu-driven arcade 
adventure that has been 
revamped for the NES. The 
graphics are humorous, the 
puzzles are ingenious and you 
get to control several charac- 
ters at once. Shame about the 
price though. 
••*• 

Marble Madness 

Milton Bradley/Rare 
1-2 players £40 

What a shame! While this is an 
excellent graphic conversion of 
the ageing arcade classic, that's 
about it! There are only six 
levels which are all pretty easy. 
Only real fans will get a kick 
out of this. 
*** 

Mega Man 

Capcom 

1 player £35 

Tough, merciless and unre- 
lenting, Mega Man is a mean 
platform shoot em up, with six 
incredibly hard levels and no 
password system. If you've got 
a low threshold for pain, 
beware of this one. 
•+* 



Mega Man 2 

Capcom 

1 player £45 

Not as fiendishly difficult as 
Mega Man, and a better 
game all round, 
i Bright and funny, with 
flexible gameplay, meatier 
monsters, and a much 
friendlier structure. 
Megatastic! 



Mission Impossible 

Palcom 

1 player £40 

Your mission is to wander 
around foreign cities, doing 
lots of spy-type things like 
shooting and forging security 
passes. If you persevere, there's 
plenty of fun to be had. 
*•• 




A stunning arcade conversion 
from Ocean. Tiki Kiwi leaps 
and floats around platform- 
filled levels riddled with 
nasties, and just wait until you 
see the guardians. Blinkin' fab! 
-k-k-k-k-k 



Power Blade 

Taito 

1 player £35 

Despite some rip-roaring sound 
effects and impressive-looking 
beasties, this game's a bit of a 
doddle. You'll get all the way 
through it in a week! 

Probotector 

Konami 

1-2 player £35 

Probotector is actually the NES 
version of the classic arcade 
game Contra, but with the 
sprites changed. Even though 
it's old, it's as frantic a shooter 
as you could ever wish for, 
with two distinct game styles 
and more enemy challenges 
than you could wave an 
enormous stick at. Excellent! 




Oh my word. Ocean have done 
it again. Like New Zealand 
Story, they've produced an 
almost faultless conversion of 
an all-time favourite platform 
game. This is wonderful. 



Rescue-The Embassy 
Mission 

Kemco 

1 player £30 

A great idea - you have to 
manoeuvre SAS men into an 
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embassy besieged by terrorists. 
Sniping, abseiling, and lots of 
tip-toeing, but boy is it dull. 

Road Fighter 

Paalcom/Konam! 
1 player £30 

An unbelievably simple game, 
the kind of thing you'd piay in 
an arcade for old times' sake. 
It's addictive and fun but it 
looks awful and is far too prim- 
itive to justify the price. 
•* 

Robocop 



•S player £40 

It's a fun stomp-and-blast 'em 
up with action and visuals to 
back it up. But it doesn't leave 
you crying for more - it's too 
easy and only the last few 
levels are going to put up any 
sort of a struggle. 
**• 

Roller Games 

Konami 

1 player £40 

21st century street sport, with 
a good mix of hazard-jumping 
and people-punching to keep 
you coming back for more. Not 
brilliant, but fun nevertheless. 
•*** 

Shadow Gate 

Kemco 

1 player £50 

Another magical mystery tour 
to track down evil-doers. There 
are plenty of places to visit, 
and the puzzles are taxing too. 
This game would be fun if only 
you didn't keep dying. 
*** 

Shadow Warriors 



1 player £35 

The levels are pretty huge and 
the graphics are varied. So it's 
a bit sad that the frustrating 
gameplay and extremely 
awkward controls make this a 
beat 'em up to avoid... unless 
you're beat 'em up mad. 
*• 

The Simpsons - Bart 
Vs The Space 
Mutants 

Acclaim 

1 player £40 

Bart solves puzzles to collect 
the everyday objects from five 
levels of scrolling suburbia. 
Sampled speech, groovy music 
and lots of humour. But there's 
no password system. One for 
the pros. 
•••* 



Skate Or Die 

PalconVKonaml 
1-2 players £25 

You can skate, you can die, or 
there is one other choice - do 
neither and spend your money 
on something better instead. 
The game consists of five sub- 
games (or events). 
Unfortunately, none of them 
are particularly inspiring, while 
some really stink. Skate Or Die? 
Well, hello Death! 
*• 

Ski Or Die 

Palcom/Konami 
1-2 players £40 

Ever get a sense of dejS vu? 
(That means 'been here before' 
for all you non-French- 
speaking types) Well, Ski Or 
Die is just like Skate Or Die... 
with more white in it. Yet 
more forgettable capers in five 
snow-capped events. Best for 
solo players but even then it's 
incredibly dull. 
+* 



amount of opponents on 
screen at once. The NES version 
has almost as many, making it 
an incredibly frantic blaster. It 
might not be varied enough 
for long-term fun though. 



Swords And 
Serpents 

Acclaim 

1-4 players £35 

Adventuring for four people. 
Choose your own party of 
adventurers and head off to 



Hunt For The 
Golden Warp&hip 

Mintendo/Rare 
1 player £30 

Boldly go where no man's gone 

before and explore 12 huge 

levels of alien-blasting, power 

up-collecting, jet pack- thrusting action. With a massive task 

and a password entry system, shooting explore 'em ups don't come 

much better than this! ••* + ■** 




Star Wars 

JVC/Lucasfiim Games 
1 player £50 

It's mainly a platform shoot 
'em up with a few spaceshippy 
bits thrown in. The graphics 
are wonderful and you can 
play as Luke or one of his 
buddies. But the price is a joke. 
**** 




A cracking 3D, scrolly collect 
'em up-type game with two 
slithery snakes. Rattle and Roll. 
Simultaneous two-player 
action is the real hook, as the 
dynamic duo explore 11 levels 
of the prettiest graphics you 
ever did see. If you play your 
NES with a chum, club 
together atid treat yourselves. 



Snake's Revenge 

Konami 

1 player £35 

A tricky, Rambo-type mission 
which is fun to begin with, but 
after a short while gets mighty 
dull. The unoriginal, mazey 
gameplay is weighed down by 
really lame combat, and the 
sounds and graphics are 
nothing special. 
** 

Smash T.V. 

Acclaim 

1-4 players £40 

The impressive thing about this 
arcade game was the huge 



Gob-smacking graphics and 
dreamy animation combine to 
create a fantasy 3D world for 
you to explore. Over 250 
different rooms (blimey!) await 
the attention of your heroic 
character, Shadax. Solstice is 
highly playable and just oozes 
with class. 



Super Mario Bros. II 

Nintendo 
1 player £40 

More varied than SMB but not 
as good as SMB3. Not quite the 
Mario we all know and love 
but your collection wouldn't 
be complete without it. 



the dungeons to slay the evil 
serpent. A great role-player. 

•*••* 

Terminator 2 

UN Ltd 

1 player £40 

An OK little game which sticks 
close to the movie plot. Mostly 
platform beat 'em up action, 
but there's also a motorcycling 
bit to break up the boredom. 
••• 

The Bugs Bunny 
Birthday Blowout 

Kemco/Seika 
1 player £45 

A platform game with jerky 
scrolling, crap graphics, yawn- 
somely repetitive levels and a 
bonus game that awards up to 
50 lives. Oh dear. 



Time Lord 

Milton Bradley/Rare 
1 player £35 

Five levels of puzzle-solving, 
time-travelling tedium. There's 
the odd neat idea but the 
game is just put together sooo 
badly. How shall we put it? 
Blinkin' awful. 
*• 

Top Gun - The 
Second Mission 

Konami 

1-2 players £40 

Jump inthe hot seat of an F-14 
Tomcat for a very, very tough 
flight. It features amazingly 
fast, stomach-churning visuals 
but it's too hard to be fun. 
•*• 
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The greatest, the ultimate, the champ, la creme de la creme, la 
piece de resistance, the, er, chicken vol-au-vent of video games. 
Quite simply, this is the most stunning platform game your NES (or 
any other console for that matter) will ever have shoved into it. 



To The Earth 

Nintendo 
1 player £30 

A proper 3D shoot 'em up In 
every sense of the word, 
except that it uses a Zapper. 
There are waves of aliens, end- 
of-level guardians and 
powerups. This is easily the 
best Zapper game available. 
*••* 

Trog 

Acclaim 

1-2 players QO 

Trog is a 50-level maze game in 
which you run around the 
screen collecting eggs before 
the hungry cavemen eat you. 
Short term fun only, I'm afraid. 
*** 

Turtles 2 

Konami 

1-2 player £50 



* A faithful copy of the coin-op, 
with lots of action and a few 
nice touches, but repetitive, 
slow-paced and unexciting. It's 
pretty playable in two-player 
mode - but not for long. 
•** 

WWF Wrestle Mania 
Challenge 

UN Ltd/Rare 
1-2 players £35 

Are you a Hulk Hogan fan? 
Then you may think this is for 
you, but wait - underneath, 
this game's a real lightweight. 
It's too easy, repetitive and 
graphically tame. 
•* 

The Legend Of 
Zelda 

Nintendo 
1 player £40 

You have to defeat the evil 
Ganon and dig up the frag- 
ments of The Triforce. An old 
but challenging role-player. 
•*•• 

The Adventure Of 
Link - Zelda 2 

Nintendo 
1 player £40 

The graphics are a bit crude, 
but there's plenty of action 
and tantalising clues. It has its 
flaws, but there's more variety 
than the original Zelda. 
•••• 
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Asteroids 

Accolade 

1-2 players £22 

Those who are old enough to 
remember this classic arcade 
game shouldn't get too 
excited. This isn't the simple 
but compulsive shoot 'em up 
we all knew and loved. Rock 
blasting just isn't the same on 
the Game Boy. 
** 

The Amazing 
Spiderman 

SunSoft 

1 player £25 

Ol' Spidey's back in town and, 
equipped with his web fluid, 
he's determined to get his 
long-time squeeze Mary Jane 
back from the grasp of the evil 
Venom. Lots of web throwing 
and beat 'em up sequences 
make this a fun game, espe- 
cially if you're a Spidey fan. 
••• 

Balloon Kid 

SunSoft 

1 player £25 

A cutesy little adventure 
involving a balloon chase. Alice 
has to rescue her dippy bruv 
who has drifted off attached to 
the end of a string of balloons. 
Excellent hazard-dodging fun. 
**•*■* 



Batman 

SunSoft 

1 player £25 
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All Game Boy games are fab? Actually, no. The 
Game Boy does have more brilliant games than 
any other hand-held but there are a few 

stinkers. Check out Total Recall before you buy. 

Caesars Palace 

Ocean 

1 players £25 

With five different games 

included, this looks like it gives 

you lots to play at, but none of 
the games requires enough 
skill to keep you interested for 
long. 
*++ 

Castlevania 
Adventure 

Konami 

1 player £25 

Garlic, crucifixes, wooden 
stakes and whip-happy trigger- 
fingers at the ready folks, it's 
vampire-hunting time! 
Gorgeous graphics and sprite 
animation and detailed back- 
drops make it a real treat. 
•••• 



Blades Of steel 

Palcom 

1/2 player £25 

Disappointing version of a 
great game. It plays as well as 
the NES version, but isn't really 
designed to be played on a 
Game Boy screen. 
*** 

Boulder Dash 

SunSoft 
1 player £25 

A cracking version of this 
popular collect 'em up. Lots of 
tough screens, well-designed 
difficulty levels plus superb 
graphics keep it interesting. 
•••• 



Bubble Bobble 

Taito 

1 players £25 

Terrifically addictive coin-op 
platform action, with over 200 
levels and clever graphics, but 
passcodes for each level make 
it too easy. 
•** 



Old Rubberpants retura* in this 
tricky little platform shoot 'em 
up which isn't a million miles 
from Marioland. The graphics 
are on a small scale but it all 
moves well, and with speedy 
trigger-tapping action like this 
you won't go far wrong. 
•**• 



Bugs Bunny 

Kemco 

1 player £20 

Bugs must collect all the carrots 
on the 80 levels in order to 
rescue Hunny Bunny. Sadly, 
level 80 is much the same as 
level one. 
•• 

Burai Fighter 

Nintendo 
1-2 player £22 

Beautifully structured eight- 
way scrolling shoot 'em up. It's 
got loads of neat power-ups 
and three difficulty levels, so 
it'll last a good while. 



Shoplifter 

JVC 

1 players £25 

Although the graphics are 
rather unimpressive, this is a 
very involved game with loads 
of levels and loads of challenge 
which is great fun to play. 
**•* 



Castlevania II 



1 player £25 
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Bill And Ted's Excellent Game 
Boy Adventure 



1 player £25 { 

OK, most bodacious 
gamers, we strongly 
recommend you rush 
straight to your local 
game shop and buy this 
excellent pak! Agreed, 
there's not much Bill and 
Tedness here, but who 
cares? It's bril- 
liant! 
*•*•* 
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An excellent follow-up to an 
excellent game. The graphics 
are even better than those in 
Castlevania Adventure and 
there's a brilliant level select 
option. Big and beautiful. 



Master 

Software Toolworks 
1-2 players ( Delete r " 
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Acclaim 

1 player £25 

Game Boy Bart is similar to the NES version 
in style but the challenge is different and 
the graphics are, if anything, better. Some 
great sampled speech, nicely structured 
gameplay and heaps of challenge. Wow! 



K&&( 



If you enjoy the odd game of 
chess, then this is the opponent 
you've always wanted. He's 
polite, well-spoken (it has digi- 
tised speech) and plays a mean 
game. The only chess game 
you'll ever need. 



Days Of Thunder 

Mindscape 
1 player £25 

This is a huge improvement 
over the NES version. It 
features smooth(ish) vector 
graphics, some good sound 
effects, and winning will take 
lots and lots of practise. It ain't 
that fast and furious though, 
so it's for racing fans only. 
*•• 

Double Dragon 2 

Acclaim 

1 or 2 players £25 

If you're bored of straight- 
forward beat 'em ups then give 
it a miss. If not, this is slick 
enough to keep you amused 
for ages. A suitably good 
follow-up to the original. 
*•* 

Duck Tales 

Nintendo 
1 player £25 

Why pay the earth for NES 
Duck Tales, when the Game 
Boy version's better and 
cheaper? Scrooge McDuck 
comes up trumps in this 
platform arcade adventure. 
•*•* 

Dragon's Lair 

SunSoft 
1 player £25 

Dragon's Lair features some of 
the best Game Boy graphics 
you'll ever see, although the 
detail makes it hard to see at 
times. This brilliant platform 
puzzler is incredibly hard but 
still dead playable. 
*••• 
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and only the last one puts up a 
challenge. Not much fun at all. 
••• 



have to use your brain as well 

as your reflexes. 

•** 




Dr Mario 

Nintendo 

1-2 players £20 

Forget the Super Mario connec- 
tion - he's there in name alone. 
Dr Mario chucks coloured pills 
into a jar and you have to line 
'em up. Dull. 
•* 

Daedalian Opus 

Nintendo 

1 player £25 (Crey Import) 

Fitting irregular-shaped tiles 
into a box is all very chal- 
lenging but it quickly gets 
boring. Puzzle freaks only. 
••• 



Dyna Blaster 

Nintendo/Hudson soft 
1-2 players £25 

A spanky new rendition of 
a million-year-old classic. 
Run around the maze, 
drop bombs, avoid the 
baddies, all that sort of 
stuff. It sounds deathly dull, 
but it's actually fab. 



F-1 Race 

Nintendo 



Player Adapter) £30 

Get your motor running 
and carry on where Nigel 
Mansell left off. Loads of 
courses, the possibility of 
four-player link-up and 
fast graphics make this a 
real cracker. 



Fortified Zone 

Jaleco 

1 player £25 

This mazey type shoot 'em up 
seems entertaining at first but 
there are just four short levels 



The latest instalment of the 
Wizards And Warriors series, 
but this time it's in the shape 
of a platform collect 'em up. 
The gameplay is pretty damn 
good, but the lack of a 
password option is a definite 
drawback, especially in a game 
of this size. 
•••• 
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Control two 'busters as they 
wander around a series of 
haunted houses, freezing and 
collecting ghosts. The 
gameplay is really slick, and 
controlling two characters at 
once makes it different and 
very challenging. Busting does 
indeed make you feel good. 
•*•* 



Loads of fun as you guide 
Gizmo through level after level 
of platforms and traps. Tough, 
but well worth the aggro. 
•••* 

Home Alone 

T»HQ Inc 
1 player £25 

How much fun can you have 
wandering around an almost 
empty house, bashing a burglar 
every half an hour? None, 
that's how much. 
• 

Hook 

Ocean 

1-2 players £25 

Almost identical to the NES 
version. The graphics are a bit 
too detailed for the Game Boy, 
but they're fast and smooth, 
and the gameplay is excellent. 
Lots of fun, and there's a two- 
player mode too. 
•••• 

Hunt For Red 
October 

High Tech Expressions 
1-2 players £25 

Loads of levels in this under- 
water shoot 'em up, but 
they're all very similar and bear 
no resemblance to the film. 
** 

Hyper Lode Runner 

Nintendo 

1-2 players £25 

A classically simple platform 
game that'll keep you up into 
the small hours. Sad graphics, 
but the payability is huge. 
•••• 
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Nintendo 1-2 players £20 

Everyone likes to play a round now and 
again, and Golf 
contains no fewer than 
36 holes to negotiate. 
Everything you could 
ask for is here, including 
a two-player link-up 
option and a brilliant 
battery back-up so you 
can stop for tee. 
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LAS7>H 
Gargoyle's Quest 

Sunsoft 

1 player £25 

As well as nifty jumping-and- 
blasting gameplay, there's a 
roleplay element here, so you 



Gremlins 2 

Sunsoft 

1 player £25 




King Of The Zoo 

Nintendo 

1-2 players £20 

This wacky ball-rolling bash 
'em up is an entertaining romp 
with cute looks and masses of 
payability. Simple but fun. 
•••• 

Kwirk 

Acclaim 

1-2 players £20 

Guide Kwirk, a small (but 
perfectly formed) tomato to 
the exit in a series of simple, 
but increasingly complicated 
mazes. The puzzles are frustrat- 
ingly fiendish but it's so 
playable it'll keep you battling 
away for months on end. 
•••* 

Marble Madness 

Mindscape 
1-2 players £25 

Graphically great and very 
playable, but this is a cut down 
version of the original. If you 
like completing your games 
within a day then this is fine 
but it's really showing its age 
quite badly now. 
** 



i'ilu 

Palcom 

1-2 players £20 



Ishido 

Nexoft 

1-2 players £20 (Crey 

Import) 

This is a tarted-up Game Boy 
version of a rather ancient and 
puzzling board game. The tile- 
placing gameplay is great fun 
to begin with, but there's not 
really enough variety in there 
and it won't keep you amused 
for very long. 
••• 
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Fast 'n' furious action and loads 
of obstacle-packed courses 
make this race 'em up totally 
addictive. Although the 
graphics could be meatier, this 
is a perfect game for the 'Boy. 



Navy Seals 

Ocean 

1 player £25 

This mission is a run along and 
shoot 'em up, with a bit of 
leaping around platforms as 
well. Good blasting gameplay 
with big and bold characters. 
+*•* 

Nintendo World Cup 

Nintendo 

1-2 players £20 

More oddball than football. 
The graphics are, er, interesting 
but the gameplay is sadly 



jAmz 3u:/i 



3UJD? <r 



LI Issue Seven July 1 992 



lacking in excitement. You'd 
be better off buying Kick Off 
instead. 
*** 



that old pen 'n' paper war 
game, Battleships. Hmmm. 





Paperboy 

Nintendo 

1-2 players £20 

Deliver your papers by dodging 
angry customers, loony skate- 
boarders etc. This game picks 
up lots of fans - dunno why, 
it's as dull as the Sunday Times. 
**• 

Qix 

Nintendo 

1-2 players £20 

This version is a faithful repro- 
duction of the steam-driven 
original. Guide a ship around 
the screen filling it up as you 
go. Weird but worth a look. 
••*• 

Radar Mission 

Nintendo 

1-2 players £20 

There's really not much you 
can say about this. It's just like 



The Rescue Of 
Princess Blobette 

Nintendo 
1 player £25 

Poor old Boy and his Blob 
turn up again on the Game 
Boy and, to be honest, it's as 
dull as the NES version. Same 
old aimless wandering... 
yawn! 
** 

Robocop 

Ocean 

1 player £25 

Robocop is entertaining 
enough and lays down a chal- 
lenge tougher than Robo's 
metallic skin, but it's too slow- 
moving to be brilliant. 
•*• 

R-Type 

Nintendo/lrem 
1 player £20 
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One of the all-time classic 
shoot 'em ups. There's plenty 
of frantic blasting and power- 
up collecting to be done, and 
even though it's nothing new, 
it's still a superb game. 
•**• 

Side Pocket 

Data East 

1-2 players £25 

Anyone who's into real pool 
will be really miffed about this. 
The two player option is 



alright, but American rules and 
the lack of a computer 
opponent make it a bit disap- 
pointing. It ain't really pool. 
**• 

Skate Or Die (Bad 
'n' Rad) 

Konami 

1 player £25 

'Oh no, not that boring old 
NES game.' Well, for once the 

Game Boy version is sufficiently 
different to the original to 
make it a fab game. 

*•*•* 

Sneaky Snakes 

Tradewest 
1-2 players £25 

The 2D version of Snake Rattle 
'n' Roll on the NES. Sadly, the 
lack of a third dimension 
makes this one really dull and 
not a little frustrating. 
** 



Land 

Nintendo 
1 player £20 
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Super Mario Land is a 
cracking play, with all the 
secrets, hidden goodies, paya- 
bility and sheer class of its 
full-size NES counterparts. 



Snoopy 

Kemco 

1-2 players £25 

With clear, simple graphics, 
this is a great game for playing 
on the move. However, the 
password system makes it too 
easy to finish. 
•**• 

Solar Striker 

Nintendo 
1 player £20 

Top-to-bottom shoot 'em up 
scrollers don't come much 
more basic than this, but it's 
still good fun. 

*•• 

Super Kick Off 

Anco 

1 player £25 

Quite simply the best footy 
game for the GB. Despite the 



stupid omission of a two-player 
mode, the computer is a 
tough opponent, and the pace 
of play is quite amazing. 

Super RC Pro-Am 

Nintendo/Rare 
1-4 players £25 

Let's get this straight: this 
game simulates simulated 
racing, yes? It's great fun for 
four players but if you're on 
your own it gets tiresome. 
•••• 
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Nintendo 1-2 players £20 

If you enjoy tennis then this is 
the game pak for you. Control is 
superb, with a range of shots 
made with a flick of thg joypad. 
Practical visuals and faultless 
gameplay. Great! 



Terminator 2 

Nintendo 

1-2 players £20 




This Game Boy licence of the 
film takes all the best bits from 
the movie, cuts out all the 
boring bits and even puts in a 
few snippets the film makers 
left out! A neat game with 
spiffy graphics which are very 
different on each and every 
level. It's a pity all film tie-ins 
aren't as slick as this! 
**** 

Turtles 2 (Back from 
the sewers) 

Konami 

1 player £25 

A fine sequel to Turtles 1, with 
the same frantic action, more 
variety and a tougher mission. 
Well worth buying. 





A massive and very challenging 
platform shoot 'em up. It 
worked brilliantly on the big 
screen but it suffers on the 
Game Boy. Still slick though. 
**** 

WWF Superstars 

Ljn Ltd 

1-2 players £25 




The graphics are big and beau- 
tiful and there are heaps of 
really neat wrestling moves, 
but like the NES version it's far 
too easy to beat. If you're a 
wrestling fan you'll probably 
be over the moon, and the 
two-player mode is pretty 
good fun, but for those with 
only a passing interest in the 
WWF the gameplay certainly 
won't be strong enough to 
thrill you. 
*• 
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1 player £25 

This is a cracking beat 'em up, 
especially for Turtle fans. An 
options screen allows you to 
play on any level, which spoils 
the element of discovery, but 
play it properly and you'll be 
well and truly hooked. 
***** 
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Beeshu 

Ultimate 

Superstick 



£40 

Big and ugly and it feels decid 
edly tacky. So why then does it 
cost £40? Lots of features, but 
it's all a bit clonky - there are 
definitely better sticks to 
spend your money on. 



Beeshu Zinger 



Not only does this one look 
disgusting, it's unresposive and 
feels as if it's going to break 
apart in your hands. Best left 
well alone methinks. 



n and makes 
ible noise, but it's strong, 
j H onsive and perfect for 
games like Kick Off where 
■ the key. 
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MES 
Advantage 
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Feels a lot sturdier than the 
Ultimate Superstick and it's 
nicer than the Explorer but 
again, at £40 you're talking 
ley. Shame! 
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Nintendo 
1 player £40 

This futuristic racing game has 
to be seen to be believed. The 
3D courses move so fast your 
stomach will be churning. 
There are 1 5 courses over three 
leagues and the graphics are 
just phenomenal. It's not a 
racing simulator but who cares, 
with a heart-pounding high- 
speed burn up like this? If this 
isn't in your collection, there's 
something wrong with you. 
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1-2 players £40 

Although let down by jerky scrolling, the graphics 
in this game are stunning - real arcade-quality, and 
the sound is superb. But beyond the good looks the 
gameplay is rather shallow and the action patchy. 
Also, the lack of restart points is a real pain, but 
nevertheless hard-core zap-freaks will get off on 
the hi-energy action. 
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Super Soccer 

Nintendo 
1 player £40 

Excellent 3D visuals, a choice of 16 world-class teams 
to challenge, and flexible controls make Super Soccer 
a joy to play. Unfortunately, the laws of football 
seem to have been conveniently rewritten, and it 
bears more resemblance to a kick around the park 
where no one worries about the rules than profes- 
sional footy. Still, great fun. 



1-2 players £40 

There has never been such a playable and yet 
realistic tennis sim as this - on any system. The 
SNES joypad enables you to access a massive 
range of moves including lobs, smashes and 
slices. What's more you can put curve and spin 
on any of these shots. There are also loads of 
players to choose from, each with individual 
characteristics. This is totally superb. 
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Nintendo 

1-2 players £40 

Even if you loathe the WWF crew you can't help 
but be impressed by this game. The graphics are 

I gorgeous, with smart sprites and wonderful 
animation, and the atmospheric sounds conjure 
up all the razzmatazz of a night at the wrestling. 
And unlike previous wrestling games, there are 
enough moves to ensure you don't get bored. 
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GET THE BEST 
IN PC LEISURE 



TWO DISKS, £35 WORTH OF 
AND THE DEFINITIVE REVIEW 
PC GAME EVER 

Issue 9 of PC Format is at a newsagent 
near you from May 28 and will open up 
the world of PC entertainment. Not only is 
there a full musical accompaniment pro- 
gram, Band-in-a-Box, worth £35, inside 
there's a review of Ultima Underworld, 



SOFTWARE 
OF THE BEST 



MORE THAN 



WORTH OF SOFTWARE 

ON TWO DISKS FOR 

£3.95 
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DISKS! . 



TH MORE THAN 



the best game ever on the PC. 

The magazine is packed with every- 
thing you need to know about enjoying 
your PC. We compare all the latest games 
bundles to find the best, bring you the 
truth behind multimedia hype, go behind 
the scenes at Spectrum 
HoloByte (creator of 
Falcon) and review the 
latest games, including 
Ultima VII, Jack Nicklaus 
Golf, Heimdall, Dune and 
Pacific Islands. All this 
plus regular columns on 
CD-ROM, music, share- 
ware and playing tips. 
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£3.95 



ISSUE NINE 
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d more, mak< 
sure you get issue 
of PC Format on 
May 28 - it's the 
indispensable guide to 
v PC entertainment 
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, PUBLISHING 

Your guarantee 
of value 



KWi IS 100% DEDICATED TO 



Subscribe to TOTAL 



i Yes! I want to get TOTAL every month AND 
receive TWO free issues. Please enter my 
subscription for 14 issues of TOTAL magazine at 
the price ticked below: 

NOTE: You will receive the next available issue of TOTAL and will then receive a 
further 13 issues, one each month. OK? Any queries, give us a call on 0225 442244. 

D UK £22.95 

□ Europe (airmail) £39.95 

D Rest of world (airmail) £51.95 



Name . . . 
Address 



Post code. 



Method of payment 

Total payment £ 

D Visa/Access 

Expiry dateDDDD 
Card number 

□ ddd nana nana 



DDDD 



D Cheque Please make payable to Future Publishing Ltd and send to the 
Freepost address below 

Signature 

Date 

Enclose this coupon together with your cheque, if applicable, in an envelope and post to 
the following address (no stamp needed). This coupon is valid until 31st July 1992. 

TOTAL! subscriptions. Future Publishing, 
Freepost, Somerton TA11 7BR 

TOT/IVIG/0792 please tick here if y° u do not wish to receive direct mail from other companies □ 



YOUR MO-RISK GUARANTEE 

You may cancel your subscription at any time and we will refund you for all 
unmailed issues- no questions asked, me babber. 



14 issues of 
TOTAL. That's: 

• Over 300 

reviews! 

• More than 
200 pages 
of tips! 

• At least 
£8,000 in 
competition 
prizes! 

Subscribe to 
TOTAL. You: 

• Save time, 
trouble and 
money 

• Never miss 
an issue 

• Become part 
of a massive 
gaming club! 

And from now on, everyone will receive a 
letter from Steve and Andy filled with news, 
tips, jokes (well, maybe not) and other infor- 
mative-type stuff. Only for subscribers! 
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Address. 




Missed an issue? Get 'em here! 

Just fill in this form and send it to TOTAL Back Issues, The 
Old Barn, Somerton, Somerset TA11 7PY and we'll send it 
straight to you (as long as you remember to enclose £2.50 
for each mag, of course!). 

D Please send me a copy of issue one T0T1 

D Please send me a copy of issue two and the free badge 

with Thicky and Misery Guts on T0T2 

D Please send me a copy of issue three TOT3 

D Please send me a copy of issue four with the free door 

hanger and skin transfers TOT4 

D Please send me a copy of issue five TOT5 

Please send me a copy of issue six with four free 
poptabulous postcards T0T6 

Name 



Well , we've tried to be as 

crap as possible, but 

they're still buying it. And, 

if they fill out this form, 

they can have the dross 

delivered each month 





Berk< 








| Please keep/deliver me a copy of that 
wonderful TOTAL magazine each and every 
1! month or I shall turn blue with despair. 



i 

To make sure of a crisp, shiny, new and decidedly warm-off-the-presses copy of TOTAL each 
month, fill in the little brownish form above. Cut it out (or make a copy of it) and hand it to 
your local newsagent. These people are generally good at heart and will try very hard to 
keep a copy for you - or even deliver it to your door, if you ask them really nicely. Do this 
and come Thursday 16 July, you'll be the owner of a smart new issue of TOTAL number 8! 
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Yes folks, against all the odds we've managed to finish 

another issue of possibly the worst mag in the cosmos. 

And guess what? Yep! Same old stuff next month... 



On the Game Boy 

We'll be looking at a whole heap of 

hand-held hopefuls, like Prince Of 

Persia, Football International, Star 

Trek 25th Anniversary, Mega Man 1 
and 2 and loads more. Slap! 
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W3 VlK? >—.' wu •.-> 



On the NES 

Bart Simpson returns in Bart vs The 
World, and we'll be taking a side- 
ways glance at the totally weird 
Totally Rad. We'll be taking a spin 
on Castelian and loads more. My! 
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On the Super NES 

TOTAL gets into high gear with loads of 
import reviews. Check out Top Racer, 
Battle Blaze, Musya, and World Champion 
Boxing from Japan. We'll also be checking 
out some stunners like Super Smash TV, 
Krusty's Fun House, The Addams Family, 
Dragon's Lair... and LOADS more. Thigh! 
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PLUS! NES U-Force and Game Key, 
SNES Super Scope 6, and universal 

adapters. And check out all the latest 

news from the CES show in Chicago. 

TOTAL 8 - on sale Thursday 16th July. 

All being well. 



BET? 



fO'/ALJ J Ijjue Seven J July 1992 




WE DO NOT SELL GREY IMPORTS 



Gameboy 69.99 

Tetris, Batteries, Headphones, 2 Player Lead 
FREE Special Reserve Membership worth £6.99 
FREE Gameboy Holsters and Belt worth £9.99 
FREE £3.00 Special Reserve Replay Voucher 



¥ Games Club 



GAMEBOY EXTR 



AND • IF YOU BUY A GAMEBOY AND A GAME 
FREE Gamelight as well (see picture right) 
(please claim all FREE items on order form) 



ADVENTURE ISLAND 23.9! 

ALLEYWAY 21.9! 

BALLOON KID 21.9! 

BART SIMPSON' S ESCAPE 

FROM CAMP DEADLY 23.9! 

BATMAN 23.9! 

BILL AND TEDS EXCELLENT 

ADVENTURE ....25.9! 

BLADES OF STEEL 23.9! 

BOULDER DASH 23,9! 

BOXXLE 16.9! 

BUBBLE BOBBLE ...23.9! 

BUBBLE GHOST 21.9! 

BUGS BUNNY 21.9! 

BURAI FIGHTER DELUXE 16.9! 
BURGERTlME DELUXE ...21.9' 

CASTLEVANIA 16.9 

CHASE HO. 23.9' 

CHOPLIFTER2 23.9 



DOUBLE DRAGON 21.9! 

DOUBLE DRAGON 2 23.9! 

DRFRANKEN .25.9! 

DR. MARIO 21.9! 

DRAGON'S LAIR - 

THE LEGEND 25.9! 

DUCKTALES 23.9! 

DYNABLASTER 16.9! 

FOOTBALL INTERNATIONAL 23.9! 
FORMULA 1 RACE (WITH 

4 PLAYER ADAPTOR) 27.9! 

GARGOYLES QUEST 21.9! 

GAUNTLET 2 23.9' 

GHOSTBUSTERS 2 21.9! 

GOLF 19.9! 

GREMLINS 2 Z3& 

HOME ALONE 23.9' 

HOOK 23.a 

HUNT FOR REDOCTOBER 23.9! 





HYPERLODE RUNNER 16 

KICK OFF 24. 

KIDICARUS 21. 

KUNGFU MASTER 16 

KWIRK 21. 

MARBLE MADNESS 23. 

MERCENARY FORCE 23. 

MOTOR CROSS MANIACS 16. 

NAVY SEALS 21 

NEMESIS 21, 

NINTENDO WORLD CUP 21. 

OTHELLO 21 

PACMAN.... 23 

PAPERBOY 8t. 

PRINCESS BLOBETTE ...23 

O-BERT 23 

QIX 21 

R-TYPE 23 

REVENGE OF THE GATOR 21 



ROBOCOP 

SIDE POCKET 21.9 

SKATE OR DIE 21.9 

SNEAKY SNAKES .23.9 

SNOOPY S MAGIC SHOW 23.9 

SOLOMONS CLUB 23.9 

SP1DERMAN 21.9 

SUPER MARK) LAND 21.9 

SUPER RC PRO-AM 23.9 

TEENAGE MUTANT 

HERO TURTLES 23.9 

TENNIS 19.4 

TERMINATOR2 26.9 

TRAX 21-9 

TURRICAN 25.9 

WIZARDS AND WARRIORS ...21.9 
WWF SUPERSTARS 23.9 



SPECIAL RESERVE REPLAY VOUCHER WORTH £3.00 WITH EVERY 




SPECIAL RESERVE __. 
VOUCHER WORTH E5.00 
FREE MEMBERSHIP 
WORTH £6.99 WITH EVERY 
SUPER NES GAME 



Super NES 

With Controller and Super Mario World 

Order Early. Initial supplies come with 

Free Extra Controller 

and Free Stereo Lead I ■# T»T T I 

And we'll also give you 

Free Special Reserve Membership 

Free Nintendo Mario Game & Watch I 

Free £5.00 Replay Voucher 

F-ZERO 37.99 T 

SUPER R-TYPE .37.99 

SUPER SOCCER 37.99 

SUPER TENNIS 37.99 j 

MORE GREAT GAMES DUE IN AUGUST 

CLEANING KIT FOR CONSOLES OR HAND-HELDS 6.99 I 

LEDA STORAGE RACK FOR 

CARTRIDGES (STACKABLE) 9.99 

MONITOR LEAD - SUPER NES TO 

PHILLIPS 8833 MK 2 MONITOR 9-99 
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MAGNIUGHT 

FOR 

GAMEBOY 

(MAGNIFIER 

AND LIGHT) 

13.99 



KONIX G.B. 

HOLSTER 

FOR GAMEBOY 

(ATTACHES TO 

BELT) 

8.99 

STEREO 

EARPHONES FOR 
USE WITH HAN- 
HELDS OR 
PERSONAL 
STEREOS (COLOURS 
MAY VARY) 
3.99 

NAKI ACTION PACK 

RECHARGABLE 

BATTERY 

FOR GAMEBOY 

(LASTS 5 HOURS • 

SLOTS INTO BACK) 

19.99 

BATTERY PACK FOR 
! GAMEBOY 
; (RECHARGEABLE 

FROM MAINS 
| ADAPTOR) 

23.49 



LEDA CARRY CASE 
FOR GAMEBOY WITH 
SCREEN CLEANING KIT 
(STORAGE SPACE FOR 
EARPHONES, SCREEN 
CLEANING KIT & 4 GAMES) 
9.99 

LOGIC 3 PROTECTOR 
CARRY CASE FOR 
GAMEBOY 
9.99 



0279 600204 

Open to 8pm Weekdays 
and to 5pm Weekends 

ANNUAL MEMBERSHIP 
UKE6.99 EEC £8.99 WORLD £10.99 

We only supply members but you can order as you join. 



The Special Reserve full .a||9iM«r 
colour club magazine NRG is j |£.^rJ 

sent to all members bi- "SpBS 5S~ 
monthly. NRG features full W^W ^^% 
reviews of new games plus 
mini-reviews, all the gen on new products, the 
Special Reserve charts, Release Schedule of 
new games and hundreds of special offers. 
PLUS - EVERY ISSUE CONTAINS 

£30 worth of money-off coupons 

to save even more money off our amazing prices. 

We sell games and accessories, all at amazing 

prices, for Megadrive, Master System, Game 

Gear, Super NES, Gameboy, NES, Lynx, Amiga, 

Atari ST, IBM PC, CDTV and IBM CD ROM. 

Best Service, Best Prices, Biggest Selection 

That's why over 100,000 people 
have joined Special Reserve. 

PHONE 0279 600204 FOR FREE CATALOGUE 



GAMELIGHT FOR GAMEBOY 
(FOR DARK OR DIM LIGHT) 
9.99 ] 

MAGNIFIER FOR GAMEBOY 

(2X MAGNIFICATION) 

9.99 

AMPLIFIER FOR GAMEBOY 
(STEREO SOUND) I 
9.99 




NUBY GAME PAK 

CARTRIDGE CASE 

(HOLDS 12 GAMEBOY 

GAMES) 

9.99 









Philips I I Goldstar 



15"FST 

TELEVISION- 
MONITOR FOR 
SUPER NES, 
MEGADRIVE, 
MASTER 

2 SO SYSTEM 1 OR l 

<mr%ir ^ amiga I 

FREE MEMBERSHIP 
FREE SCART LEAD (IF AMIGA OR SEGA) 

WITH REMOTE CONTROL, AUTO PROGRAMMING AND TWO I 
YEAR WARRANTY. GIVES MONITOR QUALITY PICTURE 
FROM MEGADRIVE/MASTER 1 OR AMIGA WITH SCART LEAD 
OR WORKS WITH SUPER NES FROM ITS EURO CONNECTOR. 



14" 




LEDA STORAGE BACK FOR 

CARTRIDGES (STACKABLE) 

HOLSTERS AND BELT FOR GAMEBOY 

WITH CARTRIDGE POUCH 

(AS SHOWN IN TOP LEFT PICTURE) .... 



.9.99 



CLEANING KIT FOR ALL CONSOLES 

OR HAND-HELDS 6.99 

NAKI REPLACEMENT SCREEN .7.99 

MAINS ADAPTOR FORGAMEBOY (SWITCHABLE) ...12.99 
4-PLAYER ADAPTOR FOR GAMEBOY 19.99 



ill 



TELEVISION- 
MONITOR FOR 
SUPER NES. 
MEGADRIVE, 
MASTER 
SYSTEM 1 OR 
AMIGA 
FREE MEMBERSHIP 

FREE SCART LEAD (IF AMIGA OR SEGA) 
WITH REMOTE CONTROL AND SCART INPUT. GIVES 
MONITOR QUALITY PICTURE FROM MEGADRIVBMASTER 
1 OR AMIGA WITH SCART LEAD OR WORKS WITH SUPER 
NES FROM IT'S EURO CONNECTOR. 



159.99 
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NES Action Set 

with Zapper Light Gun, 2 Joypads, 
Super Mario Bros and Duck Hunt 
FREE Special Reserve Membership 

NES Mario Set 79.99 

with Super Mario Bros, 2 Joypads 
FREE Special Reserve Membership 







NES DOUBLE 
PLAYER 
REMOTE 
JOYSTICK 

44.99 



QS130N PYTHON 
JOYSTICK FOR NES 
9.99 



ZIPPER 
JOYPAD FOR 
NES 

15.99 



Inter-Mediates Ltd. Registered Office: 2 South Block, 

The Maltings, Sawbridgeworth, Herts CM21 9PG. 

INEVITABLY, SOME GAMES MAY NOT YET BE RELEASED. 

PLEASE PHONE SALES ON 0279 600204 
FOR LATEST RELEASE DATES AND STOCK AVAILABILITY. 

*~ ™ " ONL "sUPFlVmEMBERS BUT VOU CAN ORDER AS YOU JOIN. 
THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS. 



o 



CSJ 



A BOY AND HIS BLOB 


.31.99 


DR. MARK) 


,31,99 


ADVENTURE OF LtNK... 


.37.99 


DRAGON'S LAIR 


.37.99 


BADOUDES 


.17.99 


DUCK HUNT 




BATMAN SS 


,42.99 


(ZAPPER GAME) 


.28.49 


BATTLE OF OLYMPUS 


.32.99 


DUCKTALES................ 


.42.99 


BLADES OF STEEL ...... 


.31.99 


EXITEBIKE ..„ 


.24.99 


BOULDER0ASH 


.28.49 


FAXANADU ...... 


.17.99 


BUBBLE BOBBLE 


.28.49 


GAUNTLET 2 


,38.39 


BUGS BUNNY BLOW OUT 


42.99 


GOLF 


.28.49 


CASTLEVANIA 


.28.49 


GUMSHOE (ZAPPER GAME 


28.49 


CAVEMAN NINJA 


.39.99 


HOGAN'S ALLEY 




CRACK OUT 


.31.99 


(ZAPPER GAME) 


.26.49 


DIGGER - LEGEND OF 




HOOK 


.40.99 


THE LOST CITY 


.37.99 


HUNT FOR REDOCTOBER 40.99 


DONKEY KONG CLASSICS24.99 


HYPER SOCCER 


.31,99 


DOUBLE DRAGON 2 ... 


.37.99 


JACK N1CKLAUS GOLF 


.32.99 


DOUBLE DRAGON 3 ... 


..42.99 


JACKIE CHAN KUNGFU 


40.99 



KICK OFF .......32.49 

KUNGFOOD .27.99 

LEGEND OF ZELDA .37.99 

LITTLE NEMO 31.99 

LOW G MAN ..,32.99 

MEGA MAN 2 42.99 

NEW ZEALAND STORY ...40.99 
NINTENDO WORLD CUP 32.99 

PUNCH OUT .26.49 

RAD RACER 28.49 

RAINBOW ISLAND ...40.99 

RESCUE RANGERS ,...42.99 

SHADOWGAtE ...............47.99 

SIMPSONS ................ ..,.37,99 

SKATE OR DIE .28.49 

SNAKE RATTLE AND ROLL 28.49 
SOLAR JETMAN 28.49 



SOLSTICE 17.99 

STAR WARS .47.99 

SUPER MARIO BROS 28.49 

SUPER MARIO BROS 2 ...37.99 
SUPER OFF ROAD RACER 28.49 
SUPER SPIKE V-BALL ...32.99 
SWORDS AND SERPANTS ...32.99 
TEENAGE MUTANT 

HERO TURTLES 17.99 

TERMINATOR 2 .......39.99 

TETRIS ,...28.49 

TIME LORD 35.99 

TOP GUN -THE 

SECOND MISSION 42.99 

TRACK AND FIELD 2 32.99 

WILD GUNMAN (ZAPPER) 28.4 
WWF WRESTLING 



...32.99 ■ 

mi 



£4.00 Wl 
NES GAMES INCLUDE FREE MEMBERSHIP WORTH £6.99 (CLAIM IT WHEN YOU JOIN) 



MAX TURBO 
JOYPAD FOR 
NES 
23.99 

STARFIGHTER 
JOYPAD FOR 
NES 
9.99 

ADVANTAGE 

\fg> ' JOYSTICK FOR 

■ J 34.99 

FUNFILE 

STORAGE 

CASE FOR NES 

GAMES 

11.99 

LEDA 

STORAGE 

RACK FOR 

CARTRIDGES 

9.99 




ZAPPER LIGHT GUN 

EXTENDER CABLES FOR 
NES JOYPADS (PAIR) 



(PLEASE PRINT IN BLOCK CAPITALS) 



TOTAL 21 



Postcode _ 



Phone 

Enter membership nu 
Membership £6.99 UK 


Machine 


mber {if applicable) or 
PR 99 FFC.f1 0.99 World 








tern 



ALL PRICES INCLUDE UK POSTAGE & VAT 



Cheque/P.O./Access/Mastercard/Switch/Visa Switch Issue No_ 



Credit card 
expiry date_ 



_Signature_ 



Cheques payable to: SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders: EEC software orders - no extra charge 

World software orders please add £1 .00 per item. 

Non-software items please add 1 0% EEC or 25% World. 

Overseas orders must be paid by credit card. 




New. For Your (Nintendo) Entertainm 





Fast moving, non stop thrilling action from kick off right through 
to the final whistle. Practise until your team reaches peak-fitness 
for nail biting, excitement as you compete in big time league 
matches. Double passes, headers, dribbling, goal scoring tactics, 
anything's possible. Realistic breathtaking action you won't want 
to stop playing. 
• For 1 or 2 players • System: Nintendo Entertainment System. 

HYPER SOCCER - Mega Soccer Game Fun 




SOFTWARE 



Nintendo and 

Nintendo Entertainment System 

are trademarks of Nintendo 



CNinlendc?) 



Teenage Mutant Hero Turtles RC Mirage Studios, USA - All Rights Reserved. Trademark used 
granted to KONAMI under license from Mirage Studios USA. Exclusively licensed by Surge 
Licensing Inc 



Distribution: Bandai UK Ltd. (UK), Unit 26/27, Fareham Industrial Park, Fareham Hants, PO 16 8XB 



*- Luuuj.nE5-biL.EDm 



he first dedicated uk ne 




join the sitE today 

g uujuj.ne5-biL.EDm 



